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THE SUPREME 

FOOTBALL CHALLENGE 

Empire have teamed up with leading developer 
. Graftgotd, the masters of arcade excitement to 
create a total NEW soccer sensation! 

MATCH THIS! 

Speed burst 

Power Drive - Snap shot 

Banana shot 

Super dribble - Super barge 



Overhead kicks 

Sliding tackles 

Back heels 

Headers - Diving headers 

Passing 

One/two passing 

Keeper drop kicks 

Trap the bait 



Free kicks 
Throw -ins 

Special long throw 

Corners 

Sendings off 

Penalties 

Bookings 

Substitutions 



Action replays with special video control mode 

Fully variable skill levels 

Novice modes - Professional modes 

Atmospheric crowd effects 

Superb graphics 

Leagues 

Training - Exhibition 

World cup Tournament and 

customised tournaments 

8 player competition - 32 teams 

Results + full game statistics 

IF YOU ONLY EVER BUY 

ONE SOCCER GAME, 

BUY THE BEST! 
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Blimey it's hot. What with this 
being our fan-tastic Summer 
Special, we've decided to do 
the entire magazine on the 
beach. That's right — Amigas 
and all. So here I am, feet dip- 
ping in the freezing briny, knot- 
ted hanky on my head and sun- 
block er on my nose. 
Unfortunately, my 'mates' (Andy, Matt and Harry) 
decided to swap the old suntan lotion for cooking 
oil so I've turned an embarrassing shade of fluores- 
cent red. Still, nothing's going to prevent me from 
enjoying the tranquillity of the English seaside. Just 
smell that fresh air; admire the crystal-clear waters 
of the Channel. Oh look, there's some untreated 
sewerage drifting dangerously close to that bather 
who's swimming with his mouth open. And look, if 
that isn't an oil rig in the distance, spilling millions 
of gallons of crude oil into the sea. Bournemouth — 
Crapmouth, more like. Perhaps this wasn't such a 
good idea after all. 

Simon Byron, 
Editor. 

4 CONTENTS 

Feel the temperature soar as we list what's in this 
blisteringly-hot Summer Special. Phew-ie! 

e BOOT SECTOR 

Avert your eyes! This month's disks are a retina- 
burning red, and contain the hottest demos since, 
well... since we last tried to fob you off with the 
same line (December 1992, actually). Still, they're 
better than our usual crap, that's for sure. 

12 NEWS 

Who cares what's happening In the world of Amiga 
games when you're lying on the sand with a King 
Cone and suntan lotion rubbed liberally into your 
skin? Boots cares. And so does The One. 

16 POSTCARDS 

Forget letters — saucy seaside postcards are 
where it's at, and you've been sending them 
by the sackful. Pull up a deckchair and we'll 
share the best with you. 



Cheers tor the mention, 
Keep trying. 
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FIFA..40 



completely fab footy game to the 
waiting world. And guess who's got 
front row seats? That's right — you! 
Settle down now and get ready to 
r"have your socks blown clean off. 



20 WIN £200 AND A BREATH- 
TAKING TROPHY! 

With — yes! — those tremendously groovy people 
at Gremlin in this brilliant competition. Will you 
become Manager of the Year? Probably not. 

22 ALL THAT GLITTERS... 

Join Andrew Braybrook and his gang as they go 
skinnydipping. Laugh as we duck them mercilessly 
and spoil their game of girly water-polo. We're gits 
at the best of times, y'know. 



PAST, PRESENT AND 
FUTURE.. 25 

It's our biggest feature ye|! 12 pages filled with 
more info than an average encyclopaedia. A very 
small one, that is. With no pages, 

HISTORY OF THE AMIGA 
(PART ONE) 26 

This is the truth in words and pictures.Jfliact it 



writing. Or work. As usual it took him about a 
thousand years and the refults are, well, very 
poor indeed. A total nightmare. 

WHAT WAS IT r THEN?........ 28 

Just how have Amiga games progressed over the 

years? We talk to a few publishers and discover 
quite a few embarrassing skeletons in cupboard;. 



HOT STUFF. 30 

Discover who's the hottest software publisher 
with our easy-to-use guide, Or (and this is more 
likely) fall into a coma as Andy attempts some of 
the feeblest jokes, Ever, 

FAN-TASTIC FACTS. v 3 

Everything your could possibly want to know 
about the Amiga. And more. Lies. 

CONNOISSEUR'S 
COLLECTION..... 34 

Gary Penn lists the ten best Amiga games ever. 
And moans about other stuff. 



WINGEING PENN... 

Gary Penn outlines what he thinks the future 
holds. Cynical git. 



39 WORK IN PROGRESS 

Oh look — it's loads of unfinished games in a 
minibus, obviously being let out for their weekly 
visit to the seaside. Let's point at them and 
giggle hysterically behind their backs. 






51 REVIEWS 

Time to wade into the sea and 
show off to the giris. Look — 
there's Matt playing catch 
with Out To Lunch. Oh, 
Andy's doing the breaststroke 
with Banshee. Hang on — 
whys Sfmon standing on Surf 
Ninjas' head? Call Billy 
Baywatch — quick I 



OUT TO LUNCH...54 

Quite simply. Pierre 

Le Chef's first 

Amiga outing is 

one of the cutest 

we've seen. Don't 

believe us? Then 

play the bloody 

demo and read this four- page review. 




GAMES FEATURED IN THIS ISSUE 


BANSHEE 


REVIEW 




BRIAN THE LION | Al 200) 






BRUTAL SPORTS FOOTBALL JA1200) 
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CHUCK ROCK (CD32) 




81 


CHUCK ROCK 2 (C032| 




80 


CRASH DUMMIES 


REVIEW 


88 


FIFA INT. SOCCER 
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84 REPLAYS 

Bloody heck! It's our old 

friends Titus the Fox and Crazy Cars 3, trying to steal our girlies by 

looking big. Let's see if we can't thrash them at volleyball. 

86 WIN SOME WORLD CUP 
USA '94 STUFF! 

That's right. Just there, Mmm-mmm! Feels good. 
Could you do my front now? just a tadge 
lower, perhaps. Down a bit further. That's nice. 
Oh. Whoops. 

88 KILL ZONE 

Never ever drop handfuls of sand into your 
eyes... Never ever put bricks in your flippers and 
wade into the sea. Never ever put crabs down your 
shorts in order to enhance your pulling power... Yes! All 
these tips and more in your favourite, erm... tips pages. 




FIRE ANO ICE (CD32| 



FIREFORCE ICD32) 



IMPOSSIBLE MISSION; 2025 



KID VICIOUS 



OUT TO LUNCH 



PSYCHO PINBALL 



SOCCER SUPERSTARS 



SUMMER OLYMPIX 



SURF NINJAS 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



WILO CUP 



WORLD CUP SOCCER STAR 



ULT. PINBALL QUEST 



REVIEW 



100 KICK OFF! 

Jon Hare kicks off hrs shoes, whips off his vest, jumps out of his 
strides and runs into the water screaming "we've done some work 
this month!" In his pants, 

102 RESULTS JUST IN ^W 

Time to turn on the wireless and tune into 
The One's results service. How is your 
Fancy Football team doing? 

1 04 PD ZONE 

Matt Beard, The One's very own Seaside 
Nove/ty, capers along the prom in a silly 
face, awarding marks to all the cheap and 
very public pieces of software. Just look at 
his marvellous bikini. Not bad, eh girls? 

110 RECOMMENDED 

The 40 best games line up and compete in 
a special beauty pageant, just for you. 

114 NEXT MONTH 

As the sun dips into the sea and the pro- 
peller-headed metal detector owners 
invade the dunes in the hope of discover- 
ing mislaid two pence pieces, we wave 
goodbye to our very special Beach Issue. 



81 

II 
66 
44 
54 
SI 
62 



TOP GEAR 2 


WIP 


46 


TORNADO (A1 200 J 




79 
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REVIEW 


60 
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50 
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LOADING YOUR DISKS 

1. Peel the disk of your choice 
from the cover, taking care not 
to spoil the magnificent picture 
of, er... a footballer, 

2. Insert the disk into the goal- 
like entry port that is your disk 
drive. 

3. Peruse the menu at your 
leisure, selecting the superb 
demo of your choice using either 
the function keys or the mouse. 

4. GOOOOOOOAAAAAALLLLLIM 



SENSIBLE SOCCER 

INTERNATIONAL 

EDITION 

Sensible Software 














A 








* I 






• 


1 








m 


"" 











It seems a bit silly explaining how to 
play Sens/ Soccer this long after its 
original release, because I'd be sur- 
prised if most people haven't had a 
go at some point or other. Then 
again, this is the International Edi- 
tion which makes all the difference. 
This is a one- or two-player demo, 
allowing you to play for as long as 
you like — that is, of course, as long 
as you don't score any goals. Yes, in 
true The One teasing style, this 
demo allows you to enjoy a brand 
new 5ensi bash to the tune of one 
goal. This means that you're not 
exactly going to be able to host your 
own World Cup with the demo, but 



at least you'll get to 
see the ref in all his 
shining glory. 

New additions to 
this version of Sensi 
Soccer include the 
aforementioned ref, 
the back-pass rule, sus- 
pensions and 
enhanced goalkeepers 
to make up but a few. 

Here's a fab idea: 
why not try and see 
how many goals you 
can score? We man- 
aged to score, er... 
well, one really. . 
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BOOT SECTO 




Look everyone! The sun has come out! That can only mean it's the beginning of our hol- 
iday-tastic issue, and if I'm not mistaken, Matt Broughton has managed to get the best 
spot (i.e. right by the beach-bar). Ah... smell that seaweed. Oh my mistake — hello 
Harry. Anyway, let's get things rolling with a look at this month's stunning demos. 




DISK A 

SENSIBLE SOCCER 

INTERNATIONAL EDITION 

Sensible Software 
OUT TO LUNCH 
Mindscape 




DISK B 

EMPIRE SOCCER 

Empire 

QUIK 

Titus 
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OUT TO LUNCH 

Mindscape 



Oh yes. Oh. Yes. Yes! YES! 
YES! YES!! YES!!! AAR- 
RGGHH!!!! Phew, that was 
great and all I did was load 
the game up! 

Out to Lunch really is one 
of the best demos we've been 
able to bring you for quite 
some while, with not only two full 
levels from the game, but a secret 
bonus mom game, AND an end-of- 
level trolley dash. Crikey, 

The basic story line (the full ver- 
sion is available on CD and vinyl 
courtesy of Simon Byron on page 54) 
is that Pierre Le Chef's happy ingre- 
dients have escaped and wandered 
off across the land, desperately try- 
ing to avoid being bunged into a 
large hot pot of boiling water (is 
there such a thing as a cold pot of 
boiling water? — Nit-Picker Attrill). 
Sod off grandad! Anyway... 

It's now down to you to capture 
these naughty fruit and veg rebels 
and bung them into an escape-proof 
cage until they can be transported 
back into the kitchen. All you have 
to help you as you as you trundle 
about the landscape is a net to catch 
the ingredients with and some flour 
bags which can be lobbed at the 
fleeing fruits to stun them. 

Once you've swiped up a fruit you 
have two choices; you can either run 
back to the cage and deposit it safe- 
ty Inside by standing above it, or you 
can take a risk and move on to the 
next item. I say it's a risk, because 
should you bump into any un- 
stunned potatoes, chillies, mush- 
rooms etc. you'll be stunned your- 
self, allowing any carried food to 
make their escape again. You'll also 
find yourself being hassled by more 
aggressive foodstuffs which can only 
be dispatched by jumping on top of 




tfJi-OW, 



them until they burst (which you can 
also do to stun your AWOL fruit). 

The large number in the top left 
of the screen shows 
the number of ingre- 
dients necessary to 
complete the level, 
and once this target 
has been reached, a 
doorway will open up 
somewhere on the 
level giving access to 
the next. If you can't 
see it at first then 
you'll have to find it- 
There are also sev- 
eral tele ports and 
springs littered 

around the place, not 
to mention a secret 
bonus room hiding 
somewhere Dn the 
Mexican level. 

Should you get through all of the 
levels on our demo disk, you'll be 
treated to a trolley dash. Here you 
must keep pushing the trolley along 
from the left to the right, while the 
screen scrolls along behind you, try- 
ing to catch up. As you trolley along, 
you can also jump up to the super- 
market shelves and grab yourself as 
many bonus ingredients as you feel 
brave enough to go for. 

Most of this is fairly instinctive 
stuff anyway, and I'm sure you' 
have a hell of a lot of fun working 
out any elements that I've not 
already explained anyway! Ye-ha! 



Tap to 
throw flour 
{once cqI- 
lected)/Hold 
d own to 
swing net 
(one* col- 
lected} 

Er„. 


Jump 

Per.,, 


I*ft ^^1 


fright 
Nil do-«n-ze danlca 





OOT SECTO 



EMPIRE 
SOCCER 




Empire 



Football! Football! Yes, we all love 
football, and no mistaking! So, 
you've got to grips with the old clas- 
sic, Sensi now have a quick sip at 
the chalice of the future, with 
Empire's, erm... Empire Soccer. 

It's all football at the end of the 
day I know, but now you cart enjoy 
all the fun of kicking a ball around 
with new improved "huge-chunky 
graphics-O-vision', There's nothing 
here that's going to take you by sur- 
prise, but suffice to say that once 
you've won or lost the 
tosis (by moving your 
joystick left or right to 
select heads or tails) 
you've got a few min- 
utes to prove your 
worth against the might 
of Cameroon. The one- 
player game in our 
demo features an aver- 
ageiy-skilled team (no 
relation to Cameroon, 
then) and by no means 
contains all of the fea- 
tures that you're likely 
to find in the final game 
(but more on that next 
month). 

Er, other than that 
all I can say is, bring 
back games with dodgy plots in 
them — at least it's easy to pad out 
'Boot Sector' with them! Ta-ra 
for now. 





KUNG-FU 
CHARLIES 

I'm afraid we failed to 
mention that last 
month's coverdisk PD is a 
shareware game, con- 
taining only thirty of the 
100 levels, If you register 
with Andrew Walker, 
you'll receive /Cling Fu 
Charlies Version 2 (com- 
plete with those 1 00 lev- 
els, and ten different 
graphical styles) plus 
another game called 
'Duet'. Sorry about that 
Andrew! To register, 
send £6 to: 57 Brackens- 
dale Ave, Kingsway, 
Derby DE22 4AF 

(Cheques payable to 
Andrew Walker) 



Kick/tackle etc 
(ice lower 
panel) 



Run up 



Left/ 
After 

tpwch 
left 




Run down 

SKILL CONTROL 
Header — Fire with ball in the air 
(quick tap* 

Kick — Fire with ball close 
Sliding tackle — Fire whilst running 
without ball (quick tap) 
Pass — Fire (quick tap) 
Special move — wait for the- SP sym- 
bol to flash by team name, then press 
FIRE 

F1 toggles between 1 and 2 players 
once the demo has began 



QUIK 

Titus 



Rabbits! Rabbits! Yes, we all love 
rabbits, and no mistaking! Er... well, 
what can't I tell you about Quik. 
Well, Harry reckons that it's got 
something to do with Nesquik and 
milkshakes and stuff, and there's 
also a good chance that it's French. 
Or something. Great. Information 
City straight ahead. 

Well you're a rabbit (and I'm sure 
of that) and you've got to run from 
the left side of each level to the 
right, avoiding or killing any animals 
that happen to get in your way. You 
are able to spin at the aforemen- 
tioned gits, often needing to crash 
into them more than once. And 
sometimes, more than twice. (Keep 
going matey, I don't think anyone 
has noticed that you don't know 
what the blazes you're talking 
about. — Harry) 

Look. It's quite simple, isn't it? 
Just run around, have a lot of fun, 
enjoy yourselves, and remember to 
press fire if anything comes near 
you. Alright? Lovely. Oh, one other 
thing, your little rabbit gets hungry 
and thirsty, so remember to collect 
any icons dropped by dead animals 
as they boost your water and carrot- 
O-meters (in the bottom right). 
You'll also see your hit points in the 
bottom left, represented by little 
hearts. Should you lose all five, 
you'll lose a life and return to the 
start of the level. 

Well great, we appear to have 
bluffed our way through the entire 
Quik instructions, and now stand 
proud and erect at the end of what 
can only be describes as 'a load of 
old tosh'. Thanks for being there 
when I needed you most. Bye. 



THE 

SAAALL 

PRINT BIT 

1 . Whilst we here at The 
One make every effort 
to check the coverdisks 
for all known viruses, 
we can accept no 
responsibility for dam- 
age caused by viruses 
which may have 
escaped our attention. 

2. The One and its 
retailers are not liable 
for any unnotified 
changes to the con- 
tents of the coverdisks 
which may occur. 




OH MY! 

Due to the large number of 
duplicate disks made, the occa- 
sional one isn't as perfect as 
Simon thinks he is. If you're 
unlucky enough to get one of 
these, I'm very very sorry, but 
PLEASE DON'T SEND THEM TO 
US! Instead, send then to this 
address with a SAE for 2Sp: 
The One Coverdisk Returns, 
Disk* press, 
Unit 3, 

Old Coal yard Farm, 
Not hi each, 
Gloucester GL54 SEP 
Once you've done this, dance 
'till your daddy gets home, and 
wait for a new disk to arrive. If 
you think that your problems 
(nothing personal, please) can 
be solved down the phone, call 
the Diskxpress helpline on 
(0451) 860770 between 3pm 
and 5pm on weekdays, 'You 
shall have a fishy, on a little 
dishy. You shall have a fishy, 
when the "bwoat" comes in'. 



Spin like Soni... 
(Snip — Legal 



Dept. Ed) 



Jump 



Run 
Left 




Run 
*" right 



View below 
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Archer Maclean's dons for pool what be did for snooker. 
Brought il halls, rules, baize and all to Ihe name computer. 
Pool features three sell of rules: 8- Ball UK Coin Op, and 
3-Bal I and 9Ball U5 Pro. 
You can practice or play a single malch against a friend or 
one of 20 computer controtled opponents. Or why not 
involve yourself in a tournament as one ri eight players! 
You can leave the cue and small change at home. 

"Very fast, very smooth, superb 
presentation. " • ATARI ST REVIEW ■ 94% 
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From a military post in the middle of Siberia, Comrade Man 
las been transferred to the KGB's recently farmed Department P 
■ for reasons he doesn't need to know. 
His brief: lo investigate cases ol corruption inside the KGB itself. 
As Mm begins to fug at the sordid fabric ol Soviet political 
and criminal life, he exposes one terrible secret alter another. 
How he faces me challenges ahead will determine his success: 
it could prove the difference between a new age ol 
democrat or a new reign of repression. 

NOB a 1ii*maik of v»»ri Interact,;* Entartanmml, C C70 C 'W2 Virgin 
HwKtm EnHrtwiimirvl. M Rights Reae-'wrf PiMuCfld undm neons* hum 
Vapi IntefiiL-livL- ElWflfliMTWll 
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Kb holds 
barred street bike rating ihafll 
blow rou away. Rott al phenomenal Speeds 
aqainsl 14 hoitite opponenli. 

* Power up by grabbing your opponent club. 

' Bate on 5 highway- 

* Avahf on-coming FrjFFic, Irees and tows. 
' Out run motor:? cIe topi. 

' Upgr.de your bike is iW gel more rate 

■wwngi, 
' bjnirtmwnilBustrtibes. 



in gain? loundlracki. 

OIWl 1WQ 1994 EkKMMCAlk AIIFbghtt 
imtrifill Road Rash"* * * Hadom*! ol Efcclitn*t 
Mt ftAtahed unrtar bcofiMt liain Eliiriririk; Mfl Lid 
Electron: Am a A H tdMiaiHil EtMlwre *dt, Ire 
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Endowed with 

■lie hMm righl lo rule, von 
inh-erir t«w lilber'i Realm oo bis. deali 
Bui the fragile peace has been sMrered <snd 
war rages ielween Flie Realms-. Hd* ytor brie! 
reign has become a tigfil lor wrtital. Ihe 
neighbouring Realms are growing in iFrengtfi at 
rour eipense. Dp r n " build lines of supply Id 
barter wild Iheir? Or hui-'d armies lo bailie wilh 
Itiemf Each Realm lies F» be ttie ultimate power, 
there can only be one. Just make sure ii's. 
If ours.., 
■\.v,wy tinpnasfce." - AMIGA ACTION 

CS GmltyJd Ltd. 1001 O Virgin lrtiH«lr« 
Efttal1*Cfli*nr 1MI Producod under hcciscliain 
m Intwaclr^e EfitBitBinnwrfl. 



you like your 
football packed full of frantic 
goalmouth scrambles, spectacular 
shots, aggressive olMrie-ball 
incidents and bone crunching 
tackles'. Well. European Football 
Champ is the game for you. A 
faithful conversion of Europe's most 
successful football coin-op ■ many 
call it the besl lootball game ever! 

" \ mipt'rl* secctr ■•int... <mt of the best." 

Sottwa™ tt TaiLrj 1992* 1992 D*ffi»h {VOup I .Id 
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International attian at its dazzling best. The atmosphere 
is electric as the stage is set for the World's best players 
In display their awesome skills, KICK OFF 3 is a game for 
the true setter fan. Top footballing Nations from 5 tontinents 
battle for setter's biggest prize - The World Cup. Thrill to the 
one tooth football of the South Americans, the 
power play of the North Europeans and the 
skillful yet eccentric African nations. Stamp 

your authority an the 
match using the key play' 
ers within the team. Eath 
country has its own style 
play dependent on the 
way these players are 
used* Be sure to play to 
your team's strengths. Use 
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PC & COMPATIBLES PC CD ROM 
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the Brazilian Ptaymakers to split the opposi- 
tion with pinpoint passes at the German 
Sweeper ta build from the back. Play the bait 
to the dashing full backs from Cameroon or 
release the flying Dutch Wingers, 



KICK OFF 3 is packed full of dynamic features that 
sat it apart from any other football game. 

Over 2000 frames of animation for smooth, 
fast Hewing International action and multi 
directional pitch scrolling. Thirty different 
SET FLAYS for corners and free kicks give the 
most dramatic dead ball situations ever, A practice 
mode allows you to specialise dribbling, overhead 

kicks, volleys, flicks, diving headers and the deadly 

A AFTER TOUCH. Switch your tactics and your side's 

jJBL styie of play with a TEAM TALK at the right 

^^ fc time. Speed and ball control options give 

Wf* instant phyabilty for novice and master gamer 

alike, Soccer realism with Match facts, a Man 

Ad tJ^ of the Match award, action replays, all the 

■ latest soccer laws and much more. 
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COMMODORE'S 

FUTURE TO BE SEALED 
WITHIN DAYS 



o 



The new owner of Com- 
modore UK will be revealed 
any day now. As The One 
went to press, Commodore's top 
brass were 'deep in discussion' with 
a mystery buyer. Insiders confirmed 
that a deal was 'imminent'. 

No one knows who the buyer will 
be for sure and just about every 
major electronics company has been 
touted, but the most solid informa- 
tion says it's a Far-Eastern (but not 
Japanese) corporation. 

Three names keep cropping up: 

'Acer, from Taiwan, already has 
a business relationship with Com- 
modore as its distributor in Asia. 

'Samsung, from Korea, is one of 
the fastest expanding electronics 
companies in the world, yet has no 
games products. 

'Goldstar, from Taiwan, is the 
newest name to be linked with Com- 
modore. Like Samsung it will want 
to muscle in on the games market. 

Any one of these companies 
would probably be good news for 
Amiga fans. 

All three have the necessary 
money to plough into developing 
and marketing products and exploit- 
ing the huge UK market They would 
probably not take over the US oper- 
ation which, apart from some mar- 
ket share in the Amiga 4000 sector, 
is frankly a waste of time. 

For those of you who have been 
holidaying on Mars, the 'scramble 
for Commodore' began on April 29 
when Commodore International 
went into a form of liquidation in 
the Bahamas, where it is registered. 
It also closed its research and devel- 
opment labs. Basically, it stopped 
trading and went up for sale. 

It had to. The company had been 
haemorraging cash for three years 
and although the 58-2 million 
loss announced for the last 
quarter of 1993 was better 




CD 32. » sales were merely OK when 
they needed to he fan-tastic 

than the £77,2 million loss for the 
same period in 1932, an $8.2 millior 
loss is indisputably an £8.2 millior 
loss however you look at it. 

This wretched performance was 
achieved despite savings totalling 7C 
percent from redundancies, offi« 
closures and the scrapping of unpop- 
ular products like PCs and CDTV, 

The UK office has continued trad- 
ing throughout this farrago 
although with its parent company 
effectively suspended there were no 
new Amigas to sell. Commodore UK 
could only distribute what was in its 
warehouse. 

For the time being the UK office, 
distributors, shops and us lot have 
to play wait and see. It's pretty 
unthinkable that a company which 
can sell 1 50,000 machines at £299 
each in a year (the Amiga 1200, in 
other words) will be simply wiped 
out. Expect good news soon. 



WHAT WENT WRONG! 



~p ommodore's accountants 
blamed recession and a flat 
B market for its continued 
problems. Sales of CD32 were 
merely okay when they needed to 
be fan-tastic and strong Amiga 
1200 sales couldn't take up the 
slack. But Commodore's problems 
began a long time before the mar- 
ket went flat. 

When the Amiga was the undis- 
puted king of the castle in the late 
80s Commodore decided it didn't 
want to be bracketed as a games 
company so it set up a PC division. 
It manufactured so-called "clone 
PCs" which were assembled cheap- 
ly without having the knowledge 
to seriously challenge big boys IBM 
and Compaq or cheapo boys like 
Amstrad. 

Then there was CDTV which was 
launched as an exciting new mul- 
timedia machine for the whole 
family. Really, it was an Amiga 500 
in a new box with a CO drive. Com- 
modore wanted this to be a. 
machine which went into every- 
one's living room so they didn't 
aim it at the Amiga fans. But the 
Amiga fans were the only buyers. 

Both the PC range and the CDTV 
drained the profits generated by 
the ever-popular Amiga 500 (and 
later 600 and 1200). This meant 
that these great machines didn't 
receive the marketing muscle they 



deserved to take on the consoles. 
And at the other end Of the range 
the Amiga 4000 was launched to 
tremendous acclaim. Trouble was 
no one could find them. 

Add to this tale of woe luxuries 
like having a company jet and you 
can see that some kind of melt- 
down just had to happen, 

And so it did. When the $77.2 
million loss was announced last 
year drastic measures were intro- 
duced and the CD32 was lined up 
as the company's salvation, Com- 
modore had learned the CDTV les- 
son and here was a great games 
machine, audio and Video CD play- 
er in one, Critics raved (mostly) but 
it was too late, There was no 
money to thrust CD32 at the pub- 
lic and its UK sales somewhere 
between 35,000 and 70,000 — fell 
short of what was needed to bale 
Commodore out. 

■ Amiga Music specialist Blue 
Ribbon SoundWorks has pledged 
its continued support for Amiga 
users. The company's president 
Melissa Jordan Grey said: "Com- 
modore's demise may actually spur 
additional growth of the Amiga 
market as new contributors and 
licensees emerge. 

"We remain 100 percent com- 
mitted to our worldwide Amiga 
customer base" 



ART OF GOLD 




o you regard your old 500 
more like an easel than a 
computer? Is your mouse 
a trusty old brush? Your monitor 
a canvas? It is? Well, you may be 
a pretentious old bore but you 
could just be in line lor a prize. 
Glasgow-based Amiga user 
group, the 24-Bit Club, has put up 
£5,000 worth of prizes in a com- 
petition for budding Amiga 



artists. The group will award 
prizes in three categories — Sci- 
fi/fantasy, photo-realistic and 
organic/abstract — and will trans- 
form the best entries in into 
rather snazzy holograms. 

All entries will be put on to a 
video for promotional purposes 
later. To take part, call 041 946 
21 91 . The contest closes on Octo- 
ber 28. 



NEWS 



GRAND MACHINE 
FOR A GRAND! 



T~| he cost of professional Amiga 
computing has dropped a lit- 
tle — distributor Silica has 
(might out an A4O0O 030 for £999, 
I the RRP price by £200. 
lore doesn't make the 
with a hard drive but Sili- 
ca'* version includes a whopping 
214Mb. The 540Mb machine costs 
;1299. That should be enough for 
r Islands. 
bundles come 
Wordworth, Print 
jer, DPaint IV, 
Chaos Engine, Syndicate, 
Pnbaii Fantasies and Sick 
FaJdo's Golf, 

More fab news comes 
from US publisher New 
Tele which is releasing its 
award-winning graphics 
software Lightwave on 
its own for the first time. 
Lightwave traditionally 
comes packaged with the 
Video Toaster. 



This is the Amiga peripheral which 
lets you fiddle about with film 
sequences (just like they do in Hol- 
lywood). Lightwave is the package 
used to generate animated 
sequences. Soon Lightwave will land 
here. It will probably set you back 
around £600. For budding Spiel- 
bergs and serious bedroom enthusi- 
asts only. 




Syndicate.., bundles of fun. 



TOUCHING TV GAMES 




skyB will redefine 'in-yer- 
face' TV when it introduces 
a 3D version of Head To 
Head. The original version of the 
eight minute show, which pits 
games players against each other, 
is being repeated at the moment 
on The Children's Channel. The pro- 
ducers have just finished making 



100 3D showdowns which will be 
broadcast every day, twice a day 
starting in July, Viewing will 
require 3D glasses. 

Head To Head is the only games 
show on telly at the moment. It's 
hosted by Violet Berlin from ITV's 
Bad influence. 



MOUSE MAT 
OR BUST 



mellons, Charlies, Bristols, 
Bazookas, Jugs — what- 
ever you call them we'll 
wager you've never seen girly love 
bumps on a mouse mat before. 

Until now. Because Oxford-based 
The Data Business is putting the 
saliva back into mouse drivers by 
producing a mouse mat in the form 
of a pair of, ahem, brassiered mam- 
maries. Your graphical user inter- 
face will seem so much more erot- 
ic from now on. 

Girls and er... others have not 
been excluded as Data Business 
has, in a fit of political correctness, 
also produced a version featuring a 
gleaming m^le torso. 



For eunuchs and animal lovers 
there's a pig, frog, owl and others. 
You can even have a mouse mat 
shaped like a spilt cup of coffee so 
that rather amusingly, you might 
accidentally fool yourself into 
thinking that you have in fact spilt 
your coffee- Hours of fun with that, 
we reckon. 

These completely wacky mouse 
mats will set you back a measly 
£6.99. They apparently have etched 
PVC tops for good traction (always 
useful] and specially- made matrex- 
90 high colour bases. All very nice, 
but if we're talking about putting a 
pair of wazocmas on your desk, 
who cares? 




Phwoar! Not bad, eh lads? The knockers aren't bad, either, 



JOYSTICKS TRIUMPH 
FOR VIRGIN 




i chard Branson may have 
missed out on the nation- 
al lottery but why should 
he care? Virgin Interactive Enter- 
trinment won the much-sought- 
after Golden Joystick prize for 
Best Software House'. 

The Golden Joysticks are 
awarded by the readers of EMAP 
magazines and since The One is 
•a EMAP magazine that means 
you. Yes — YOU I 

Virgin scooped the award for 
the consistently high quality of 
its output (and no doubt for sink- 
ing major wedge into all that 
flashy PC stuff like 7th Guest) but 
the product which voters singled 
out was Cannon Fodder. This 
awesome shoot-em-up — award- 



ed a stonking 91 percent by 
Britain's least funny Amiga 
games mag — us — was named 
'Best Original Computer Game'. 

Other accolades 
went to Sensible Soft- 
ware which was 
named Best Computer 
Programmer, Ocean 
Software which won 
Best Computer Simula- 
tion for TFX, Acclaim 
was rewarded for 'ser- 
vices to the industry'. 
The swanky 'do' was 
attended by over 150 
senior industry people 
and was hosted by 
zany, madcap Radio 1 
DJ, Steve Wright. 




NEWS 



COVERMOUNTS TO 
GO WHOLE 



Complete games 
could soon 

appear as maga- 
zine cover-mounts. A 
meeting of industry big- 
wigs later this month 
will discuss whether the 
time is right to relax the 
current stricture which 
states that only demos 
may he cover- mounted. 
There's a feeling that 
'giving away' games 
from the back catalogue 
wouldn't damage indus- 
try profits as it may have 
done a few years ago. 
Unsurprisingly, the 
main topic on the agen- 
da at the meeting of 
trade body ELSPA will 
be sex and violence on 
cover- mounted games, 
want to cover-mount games full of 
blood and swearwords which may 
upset a few MPs, who, of course 
never swear, or hunt, or anything. 
Under the law. games don't have 
to get a certificate like films. Games 
publishers have only a voluntary 
requirement to submit product to 
the British Board of Film and Video 
Classification for a rating. Mean- 
while, ELSPA has launched its own 
voluntary games classification sys- 
tem The body expects all games to 
carry an ESLPA rating by September 
1st, Obviously it doesn't want cover- 




Ire* Warrior,., the complete game given away by 
The One last August. 



It doesn't 



mounts to ruin its clean-up efforts. 
Roger Bennett, director and gener- 
al secretary of ELSPA, said: "We'd 
like to see magazine publishers show 
the same degree of responsibility as 
the games companies. We're confi- 
dent they will and this meeting is 
designed to help them do so." 



UP TO DATE 

ACTION FROM 

DOAAARK 




hat could be more 
embarrassing than 
loading up your copy of 
Championship Manager 
and finding Darren Peacock 
sporting QPR's kit? Horren- 
dous thought, isn't it? Hav- 
ing recognised that there is 
a serious potential for 
embarrassment here, 

Domark has lined up the 
Championship Manager 
End Of Season Data Disk. 

For £15.99 you'll be 
able to relegate 
Sheffield Utd (hurray!) 
and promote Crystal 
Palace (er, can we 
have Sheffield Utd 
back?). The new disk 
is an upgrade for 
existing owners only. 
It'll be out at the end 
of the month. And 
there's a free copy of 
Fever Pitch by Nick 
Hornby, This has been 



described as the best book about 
football ever. It is as well. Even 
though it's about the Arsenal. 
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Championship Manager End of Season Updates... 
bye bye Harry Basset, hello Brian Little? 



STICK TO YOUR CARTS 
SAYS TEAM 1 7 



AAAIGA 
SURGES 

UP CHART 

Commodore's corporate sit- 
uation might be a bit on 
the desperate side but 
paradoxically Amiga platforms 
keep grabbing market share 
from their rivals. Up to May, 
Amiga software accounted for 21 
percent of all games sold in the 
UK. That's just behind the Mega 
Drive and nearly double sales for 
SNES and PC. It's a 1.5 percent 
rise on the previous month. 

CD32 increased its share to 2.5 
percent of the market. It's still 
pretty small but check out the 
formats trailing in its wake — PC 
CD-ROM, Mega CD and Atari ST, 
The CD32 hot games were Fron- 
tier Elite 2 (again). Sensible 
5occer 92/93 (yawn) and Bru- 
tal Football. 



Team 17 continues to stick 
two fingers up to con- 
soles and while giving a 
big thumbs-up to the Amiga. 

The Yorkshire boys' latest 
budget game Arcade Pool 
smashed into the charts at num- 
ber one and accounted for near- 
ly four out of every 1 budget 
games sold. Last year Alien 
Breed Special Edition stayed in 
the charts for an amazing 33 
weeks. Not surprisingly, Team 17 
has been deluged with offers to 
put its catalogue on the con- 
soles. But it ain't happening. 
Marcus Dyson, Team 17's devel- 
opment co-ordinator, explained: 
"We're not keen to license them 
out. After all the strict quality 
controls the Amiga versions had 
to go through we don't want to see poor conversions 
on console" With so much emphasis on gameplay it's 
not surprising that the company has committed to CD 
formats. It has 12 CD32 games in development now. 
* Body Blows will be released by Team 17 in a new 
AGA version in a few weeks time — but check this out 
— it will cost only £12,99! Innovations include 256 
colour AGA graphics, the 21 -player Tag Team mode 
which only previously on Ultimate Body Blows and the 
ability to install the game on the hard drive. 




jrr s Alien Breed. And, yes, its 2. We'll never 
old gag. Even though it's not funny. 
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RENEGADE MAKES 
UNITED SENSE 
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The reliable old warhorse 
Sensible Soccer will be re- 
released in a limited edition 
before making way for a fresh pair 
of legs this autumn, 

there-released game from Rene- 
gade is an International Edition 
to co-incide with the 
Cup [and featured exclu- 
on The One's beach-tastic 
awerdisks this month!!!). It con- 
tains all the participating teams 
and fixtures an show at USA 94. 
Call Wolverhampton Wanderers 
and ask one G Taylor whether Eng- 
land will be there. 

Apparently the game pi ay for 
in fern agonal 1 Edition has been 
tweaked to allow the referee to 
show red and yellow cards. Let's 
hope the refs show more consis- 
tency than they do in the Premier- 
ship every Saturday. 

Sensible Soccer international 
Edition will knock you back £19.99 
but if you've got the original you 
c»n upgrade for £S, 



,wm ■ m- »^r«Kf • ■> arae-ti 



The much 
hyped (by us) 
Sensible 
World of Soc- 
cer will be 
released in 
September 
an Amiga. It 
features 
1,500 gen- 
u i n e 
clubteams 
from around 
the world. 

^Sensible 
Soccer is one 

of four hit soccer- si ms to be assem- 
bled in one package by Empire 
Software, The compilation has 
been put together to cash in on 
World Cup fever (does this sound 
familiar?) and costs a meagre 
£25-99, The other games are Goaf!, 
Championship Manager $3 & 94 
and Striker- As David Coleman 
might say, er,. that really is quite 
remarkable. 



I hh 
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Sens* Soccer International 

Edition... tasty cover-mounted 

bliss for this month only. 



FANTASTIC CODED 
MESSAGE! 

PSLQP PTCLGV, PS LOP 
ACKXB, PYV PS LOP Z CBS PC 

PBX VXTCVLYO CQLJV1 
SXMMPOX UJMC L1WX NGJ. 



RESPECS DUE 



How can you achieve protec- 
tion from your monitor's 
harmful ultra-violet rays 
while attaining a fashion look that 
will make men seethe and women 
swoon? The One has the answer — 
try Gepro's incredible glasses. 



According to information only 
recently beamed in on a press 
release, these amazing shades 
provide 99 percent protection 
against electromagnetic radia- 
tion, reduce eyestrain and com- 
bat drowsiness. 



But that's not all. They also 
sport a 'lightweight practical 
design', Grrr, eh girls? Even if 
you're already ocularly quadri- 
form, Cepro does a clip-on ver- 
sion to fix on to your specs. Is 
there no end to the good news? 









HMV 


A 


USS/Bk 


'jnrm 


NIC A GAMES CHART 


Supplied br Level One, 




ISO Oxford Street, London 




1 


Arcade Pool 


Team IV 


I 


Beneath a Steel Sky 


Virgin 


1 


Skidmarks 


Add 


O 


Han (ltd 






Premier cnampiom 


Krisalis 


■ 


Frontier — Elite 1 


Camcteh 


* 


Mortal Kombat 


Virgin 


I 


Brian the Lion 


Psygnosis 


• 


Frontier - Elite 1 c coil) 


Cameteh 


• 


Premier Manager 1 


Gremlin 


■• 


Cannon Fodder 


Virgin 



EURO 
TRAWLS 



The cream of the Amiga world's budding 
talent can bo yours for under £1 5. Spe- 
cialist CD publisher Al mat her a, well- 
known for its huge public domain com- 
pilations, has released EuroScene 1 for 
CD32, It consists of game sequences, art, 
music and graphics demos by the 10,000 
Amiga programmers who contribute to 
the European Demo Scene. 

This is the archive held at the Univer- 
sity of Helsinki which has always been 
used as something of a shop window for 
software "talent". Almathera's technical 
director J oly on Ralph said: "Every soft- 
ware house in the UK has someone on 
the staff who exhibited on EuroScene. 
And that includes me." The work on 
Almathera's disc fills the entire G00 Mb 
of the CD. 

A second volume will be released before 
Christmas. 



STRIP 



...IBM scientists claim to have 
developed a new kind of CD 
which stores 1 times more than 
the conventional disc. They have 
worked out a way to glue 
together CDs yet make every 
layer readable by the laser in 
the machine. The fatter disc can 
store one million pages of text, 
12 hours of music or several 
movies — yet any item can be 
retrieved within 10 seconds. If 
adopted, the new disc could 
redefine the length and depth 
of games, and increase the dura- 
tion of full motion video 
sequences. However the disc 
obviously won't work on stan- 
dard CD players because of its 
depth. So IBM will have a job to 
usher in this new technology 
because the CD is so well estab- 
lished now. But then you could 
have said that about vinyl. 

...Virgin Retail has always 
been a cool retailer — snubbing 
the console-only approach of 
some rivals for an all-format 
philosophy. 

So it's great to know that six 
new Megastores have just 
opened. The expansion brings the 
Megastore total up to 30 in the 
UK and Ireland. Games take their 
part in the store alongside music, 
video, books, hi-fi accessories and 
t-shirts. Virgin sold its 30 games- 
only Virgin Games stores last 
November for £12.5 million to 
Future Zone. Five years ago it 
sold around 100 of its smaller 
music-only stores to Our Price. 

The new stores will in Liver- 
pool, Croydon, Leicester, 
Portsmouth, Derby and 

Southampton. Virgin will also 
refurbish Megastores in Leeds, 
Glasgow and London (Marble 
Arch). 

...Games development special* 
ist Optonica is ploughing ahead 
with Amiga toots to signal its 
support for the technology, ft has 
just announced Interplay VI. 0, a 
new authoring system which was 
four years in development. It has 
already been used to produce 
Optonica's own Amiga CD titles. 
Insight and Pandora's CD, plus 
magazine cover discs. The avail- 
ability of Interplay is another rea- 
son for games developers to 
think seriously about working on 
CD32 projects, It will cost devel- 
opers around £1,000 
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.Bear The 



EXTREMELY 
ANNOYED BY THI 
COMMENT" 



Dear The One, 

I am writing to you regarding two 
of your reviews- 'Replays', May "94 
— just who wrote the review of 
MiG-29, eh? He obviously knows 
nothing about military aircraft. The 
review states: "MiG-29 is as outdat- 
ed as the plane it's based upon" 

As an avid aviation enthusiast I 
was extremely annoyed by this com- 
ment which is obviously not true. The 
MiO-29 Fulcrum' is one of the worid'i 
leading combat aircraft — look in any 
military aircraft book for confirmation 
of this. A similar thing happened dur 
ing your review of F- 1 1 7A. 

frivolous comments by reviewers 
on subjects they cleariy know noth- 
ing about is the only thing that 

"NOT SO GREAT AS 
TO BE CUMBERSOME" 

Dear The One, 

I would absolutely love to take this 
opportunity to tell you what a won- 
derful magazine you are. Your pages 
are just the right dimensions and 
have a wonderful friction coefficient, 
providing an easy surface to grip. The 
bulk is large enough to provide a 
hearty read, but not so great as to be 
overly cumbersome. 

Your reviews and comments are 
most mirthful — have you ever 
considered the stage? I am 



spoils the best Amiga games mag- 
azine around. 

Scott DofiniJOin 
Winchester. 
Oh dear. Whilst we're not against 
anyone having a hobby (although 
yours, it has to be said, is one of 
the saddest we've come across), 
those with specialised knowledge 
of subjects that would bore the 
pants off the majority of peopie 
should keep their nit-picking ten- 
dencies to themselves, We're quite 
proud that we know nothing 
about planes apart from the fact 
that they fly, and we've never 
claimed to be walking encyclope- 
dias or authorities on any subject 
other than Amiga games. You see, 
we have something else to occupy 
our time when we're not working. 
It's called 'a life', and you should 
try getting one soon. Have a free 
piece of software, anyway. Git. 



n lovely time, . 

(jlyh* wea thgr s h erejgish 
V ^^-r— ^^raTwffie lovely. 



sure you would be a most witty 
panelist on the current affairs pro- 
gramme Have I Got News for You- l 
am positive that I won't win your 
'Git of the Month award', but per- 
haps you could start a new award 
called the 'Bottom- Licker of the 
Month' or something. 

Yours brown- nosedly (but not at 
all smelly because your back-pa swge 
is gorgeous too), 

Allan Ovington, 
Sheffield, 

There's not much else I can add to 
that, is there? 



"DO YOU 
ACTUALLY CHECK 
YOUR MAGAZINE?" 

Dear 7he One, 

In the Letters section of your maga- 
zine, I notice that you like slagging 
off people with bad spelling in the 
Git of the Month'. Do you actually 
check your magazine after it has 
been printed? 

For example, on page 32 of the 
May issue it says "Tie breaker: (com- 
plete the following statement in 
twelve wrods or less)-" Or on page 
33, it says "Cocks awayl" Well, what 
can you say? 

still, you're the best magazine for 
Amiga gamers and you're one of the 
few magazines that frequently gives 
away 3 coverdisks with some blind- 
ing demos and PD games. 

Tristan Harvey, 
Cannock, 

It's okay, Tristan, I've tidied up your 
spelling for you (obviously you're the 
kettle and we're a black pot). Any 
anyway, we meant to put 'cocks 
away' Back in World War 2, allied 
pilots relieved the boredom by hold- 
ing bird fights, where two feathered 
animals pecked each other to death 
in a cage. Because betting was 
involved, this practise was illegal on 
military property. As such, one per- 
son was placed on watch and 
instructed to warn the others when- 



■ a senior officer was approach- 
the cry of "Cotks 
away!" was followed by a crowd of 
people desperately trying to cover 
up these illicit activities. 

The word 'wrods', by the way,- 
comes from the Anglo Saxon T 
'wrodce', which means 'One with a\ 
speech impediment- Like Johnathonl 
Boss, for example'- We were merely\ 
being funny, Or not. 



Deaf The One, 



were lo^eSy. 



"CANT BLOODY 
COUNT! 

Dear The One, 
I am very upset. No. I'm even morel 
upset that that, Words {sure/yl 
'wrods?' — Simon,) cannot describe! 
how upset I am, but, trust me, I'rnj 
pretty cheesed off I only get this 
upset if money is involved — name 
ly about £1000 that I intend to win 
off you around September- ish time,| 
as long as I'm right in the knowledge 
that you can't bloody count! 

I am referring to the June results; 
of your Fancy Football League goal-j 
keepers' bit. Go on, have a look and 
come back when you're done, 

Finished? Oh, you haven't both-l 
ered [we did, actually — Simon. 1 J 
well, anyway as far as I'm com 
cerned -1 -4 = 5, not -4 as you puj 
it for The Batcave, as well as mos^| 
of the other keepers. Now, I don' 
like having a whinge, but 
picked Nigel Marty n as my keeper ir 




P O S T C A 
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the hope that you are all thick. 
Please tell me thai you are. 

I'd also like to mention something 
about MA Griffiths' letter in the same 
issue. SOD OFF YOU ANNOYING — 
and I hate to use the word — GIT! If 
you want to be all nice and mature 
then that's very lovely, but I quite 
enjoy being a childish git, and in case 
you haven't noticed, so do a lot of 
people when they're young. If you 
want to be old and decay slowly 
hunched over your keyboard com- 
plaining at any fun we have then 
bog -off over to another magazine 
and let us run around with our undies 
on our heads like the idiots we a re I 

I'm immature and proud because 
it means I'm not an old whingeing 
git like yourself As long as there are 
idiots like me around, The One will 
never get boring. Let your standards 
slip and stay sarcastic. 

Mike Waterhouse 

E/m... we can count but (and you've 
got to believe me), the 'Fancy Foot- 
ball Competition' is the biggest 
administrative nightmare I've ever 
had the misfortune to oversee. The 
results are fed into a specialty-creat- 
ed computer program which then 
churns out every player's scores 
(1 10 in ait). These are then added to 



the running total every issue and 
the results keyed into the grids you 
see on page 1 03. Sadfy — and this 
was always going to be inevitable 
— mistakes have crept in and we 
can only apologise. Obviously we do 
our best but you're probably aware 
of bow crap at our jobs we are, so 
what can I say? However, any key- 
ing-in errors spotted in the mag are 
rectified the following issue (as you 
can see) and the final tables will be 
correct. So if you spot any simple 
mistakes tike that, or notice other 
inconsistencies then please don't 
worry. We're bound fo notice them 
sooner or later. 




"EMANATING FROM 
PUBLIC LAVATORIES" 

Dear 7he One, 

My friend and I have just thought 
up a completely new and revolu- 
tionary add-on for the Amiga. Any- 
one who has ever read a PC maga- 
zine will no doubt have seen them 



wiffling on about strange contrap- 
tions called sound cards. These sim- 
ply enabfe the PC to produce sound 
and music. It is from these cards 
that we got our inspiration to 
dream up this new add-on, the 
smell card. 

This card would allow the Amiga 
to produce different smells according 
to your situation and location in a 
computer game. For example, you 
would be able to smell the sweet 
perfume of a young princess as you 
held her in your arms in Defender of 
the Crown. You would be able to 
sample the pleasing scents of the 
flowers and plants as you wandered 
through the woods on Melee Island 
in The Secret of Monkey Island. You 
would be able to smell the sickly- 
sweet aroma of blood drying in the 
sun as you gun down innocent civil- 
ians and enemy agents in Syndicate. 
And the nauseating fragrance ema- 
nating from the public lavatories in 
Sim City could be simulated with 
remarkable accuracy. 

As you can see. the smell card 
would greatly enhance the atmo- 
sphere produced by games and would 
probably become an essential add-on 
for all Amiga owners. One word of 
warning, though. Be careful when 
you're playing the final part of Mon- 



key island 2 because LeChuck's under- 
wear doesn't smell as sweet as roses. 
Gareth McSorfey, 
Glasgow. 

Yes, but would it recognise dire 
releases and produce appropriate 
crapulous and farty smelts whenever 
you loaded up Last Action Hero or 
Dangerous Streets? / think not. 



Dear The One, 

/« lhrWair ersh ertLwisfe^fcCS 



you were : 

"YOU THINK BJORK 
IS LOVELY" 

Dear The One, 

I am writing in response to a sup- 
posedly Lord Thrombosis Granttoek 
IV. Bjork, a beauty? Who the hell let 
you out? I always thought it was a 
bad idea ciosing the mental hospi- 
tals down. 

I know you think Bjork is lovely 
because your friends do and you 
think it is really trendy to follow in 
their footsteps. You bought the Bjork 
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T-shirt because your friends did. You 
bought the Bjork knife and fork set 
because your friends did. You bought 
the Bjork underwear set because 
your friends did — all just SO that you 
could be trendy. 

I could probably guess what you 
are wearing; big, baggy army-style 
pants and a pair of Doc Martens, 
with a smelly fisherman-type jumper. 
You have long, chip-pan-greasy hair, 
more spots than Super Ted's friend, 
and earrings that would put Bet 
Gilroy to shame. I bet that if you 
added up the cost of everything in 
your wardrobe it would come to a 
penny less than a fiver. And it would 
all stink of toilets. 

Face facts, you're a sad little plop 
on a dog's bottom. 

Paul Hut/wood, 
St- Helens, 

I sense a lot of anger in you, Paul- ff 
we'd printed your last line then we 
would be taken off the shelves and 
sent to prison for ever, you sick indi- 
vidual. Put on the kettle, take a few 
deep breaths, and imagine a field 
full of fluffy teddy hears, That's 
right. We know Bjbrk's completely 
unattractive, as does anyone in the 
developed world. But it's not a prob- 
lem. That's right — it doesn't really 
matter. Now go and shake hands 
with Lord Thrombosis Granttock lV r 
and we don't want to witness any 
more of this nonsense. 
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"BANANAS ARE 
CURVY" 

Dear The One, 

See your Letters page? It used to be 
crap. And boring. In the extreme. 
Month after months (after month) 
your readers would be subjected to 
the same old tosh — "In last month's 
issue you gave Intrepid Frog from US 
Gold 76 percent and this other 
mag... didn't" arid, "I hate pirates — 
they're ruining the software industry 
and probably smell bad." But now 
that fat g i t David has left, this is 
beginning to change. 'Git of the 
Month'? Inspired. Good on you, 
that's what I say. 

The magazine is also becoming 
better because you're using the word 
git literally tons of times, and that 
can only be d good thing. And the 
reviews are funnier, too. Make me 
laugh, so they do. The bits before 
the actual reviews are also 
improving. No more straight 
plot rehashing like in ye olden 



days — they've been replaced by sen- 
tences of consecutively- written 
English words which, when read 
from left to right, are really good. 
And quite funny. 

By the way, bananas are curvy 
because most other fruit is spherical. 
God invented bananas because all 
the spherical fruit such as apples and 
oranges kept rolling of His Godly fruit 
bowl and he needed some sort of 
curved contraption to act as a lid. 
And because God has the power to 
do anything he made it edible and 
yellow. He called it 'banana' because 
everyone likes stupid-sounding 
words with three syllables (and that's 
a scientifically proven fact). 

Incidentally, the Great Wall of 
China is not man-made, It was con- 
structed centuries ago by a very, very 
(very stupid) beaver. This beaver built 
its dam for miles across the Chinese 
landscape before it realised that 
beavers build dams to hold back 
water, not grass. 

Well, this letter has to end here 
because it if didn't it would end some- 
where further down the page, I'll just 
say this before I go — I have no 
money. I saved seventy pounds in 
notes and then used them to make a 
papier-mache boat I tailed it 'Sacrifice' 
and gave it to my mum. She called it 'a 
bloody waste' and made me eat it. No- 
ore appreciates art any more. Pah, 

Neil Jack, 
Fife. 

You get weirder with every letter, 
Neil, what on earth are you on? Any- 
way, make sure you keep writing 
because your letters are generally 
quite long, which means that I don't 
have to write as many words back. 

"AS MUCH USE TO 
ME AS A CHOCOLATE 
FIREGUARD" 

Dear The One, 

After sitting lazily on my behind for 
the past month or so, eagerly await- 
ing the release of the June edition of 
your coot magazine and the answer 
to a burning question which I hoped 
someone else would ask, I find 
myself disappointed, and thus com- 
pelled to write in myself. 

My question is this: In the May 
issue there was a smalt article saying 
that Team 17 (software gods) were 
shelving plans for Alien Breed 3D, 
due to the amazing Doom. 

This is all well and good for those 
happy PC owners out there who take 
great delight in gloating over its bril- 
liance. Doom can be as amazing as it 
wants, but is about as much use to 
me as a chocolate fireguard unless an 
Amiga conversion is planned. 

So, please put me out of my mis- 
ery, is a conversion on the cards? I 
need to know! 



Will Rabbins, 
Shipston on Stour. 

Okay, you'd better sit down. Doom 
will not be released on the Amiga. 
Ever. You need a blimmin' powerful 
PC to run it as It stands so a CD32 or 
A12Q0 version would be far removed 
from the unquestionable excellence 
of the version that's out now. How- 
ever, news has just reached me that 
a game not too far removed from 
Doom- will probably be out by the 
end of the year. That's as much as I 
can say now because I'm sworn to 
secrecy, but rest assured that we'll 
be bringing you more news just as 
soon as t can. 

"I DON'T KNOW WHY 
YOU BOTHER" 

Dear The One, 

I don't know why you bother print- 
ing stupid letters like these, 

Peter Walters, 
RunwelL 

Nope, neither do I. 

"THEN IT 
HAPPENED!" 

Dear The One, 

I've just bought the May edition of 
The One. I quickly looked through ft 
and found a Work in Progress on Sim 
City 2000. I was overjoyed, and 
quickly read through the article. Then 
it happened! t found out that it was 
not coming out on the Amiga A600? 
My friends own a PC and they have 
bought Sim City 2000. I've played it 
and I love it. Imagine my disappoint- 
ment to find out that it was not com- 
ing out for the Amiga 600. Please 
could you find out what's happening. 
Aldan Cowley, 
Co. Dublin. 

I've just spoken to the ever-helpful 
Chris at Maxis and he's informed me 
that Sim City 2000 will only run on 
an At 200 with a hard drive, sadly, 
There definitely won't be a CD32 vpr 
sion (due to the amount of on-board 
RAM it would be impossible to save 
cities) although if Commodore 
release an A1200 CD drive then 
there'll probably be one for that, 

"I LOVE HER " 

Dear The One, 

I'm writing to ask what's hap- 
pened to the CD1200. All the other 
mags have been writing about it. I 
heard it is coming out in the Autumn 
— is this true7 

And why only five minutes for the 
Armour-Geddon 2 demo? It takes me 
three minutes to set the damn thing 
set up and to find the enemy. I prefer 
Betty Boop because she's a babe and 
I don't care what you lot think, I love 



WATCH 
OUT r THE 

TIMES! 

There's a letter currently circu- 
lating the software industry 
which we think you should be 
made aware of. We've omitted 
the names and addresses of the 
people concerned but every- 
thing else is exactly the same. 
With grammatical errors like 
tnese, we'd like to offer the 
authors jobs on The One. By the 
way, we look forward to the 
first issue, guys* 

Dear Sir/Madam 
We are a group of people cur- 
rently reaserching the possabil- 
ity of setting up an Amiga 
computing magazine, written 
and produced entirfey on 
Amiga computers. 

We will be conducting 
monthly reviews on software 
and hardware currently on the 
market, and for future release. 
Products will be reviewed fairly 
on a percentage basis and will 
recieve awards for good quali- 
ty and value for money. We 
hope to have our first issue out 
before Christmas, and will be 
offering competitive advertis- 
ing rates. 

We would be greatful to hear 
from you about the possibility 
of relieving your product for 
review in the magazine, and can 
be contacted at the above 
address. 

Yours faithfully 
XXXXXXXXXX. 

The person who supplied us 
with this letter also scratched a 
reply on the bottom which 
read: "Personally t think your 
time would be more effectively 
spent going to spelling 
lessons," so it's obvious that 
this new publication is already 
being treated with the greatest 
respect. 



her even if she was made by Warner 
Brothers and is a bit out of date. 

Andrew Salter, 
Qxon. 

Because of Commodore's on-going 
financial crisis, it's impossible to find 
out any concrete facts about the 
Cm 200. Our guess is that it will be 
out around September time but that's 
the best we can offer I'm afraid. Soz, 
Okay, that just about wraps it up 
for another month. Keep your letters 
comin' and we'll be back soon. Bye! 




L 



*J-' * 



i y^ 



-r*r 




r ^ 




I It 






• 



nTT 



management, you can even turn the 
clock back to the qualifiers, but this time 
you make sure England get through! 

Featuring; Five difficulty levels: 1-4 players; full 
training sessions (13 styles): full World Cup 
programme, or start with qualifiers!: comprehensive 
editor for matches, groups, players etc.: group and 
individual pep-talks: strategy sessions: view your 
opponents matches: six playing styles: create your 
own weekly and daily schedule: animated match 
highlights: make in-match changes to team and 
playing style: in-match commentary (spoken on CD), 
And more! 

Out: End June, PC, Amiga I men, Amiga 1200 
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Combining meticulous detail and realism 
with sensational animated graphics and 
irresistible presentation, this game will 
inspire the football strategy genius in 
you. 

Featuring; Unique digitised TV style match coverage: 
running commentary (spoken on CD): training 
seminars: sponsorship: home and foreign transfer 
lists: comprehensive data and statistics: team finances 
and morale; player and manager politics: expert 
opinions: press praise and criticism: cup conditions: 
uniquely accessible interface: 1-4 players. 
And still more! 

Out: End August, PC, Amiga Imeg, Amiga 1200 
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The whole world's gone foot- 
hill crazy! Except England of 
course, as Terry Venables and 
his squad 'enjoy' an enforced holiday 
while the rest of the globe's premier 
sides compete in the World Cup 
(which should be reaching 
its conclusion about now), 
And it's all because of Gra- 
ham Taylor's stupid ideas 
and the fact that he didn't 
pick the entire QPR team to 
don the white shirts and 
dark blue shorts for the all- 
mportant qualifiers, 

Whenever an England 
manager is doing particular- 
ly badly r passions run high 
throughout the country, In 
the Summer of last year, a 
few people from EMAP me 
included — decided to go 
and watch a televised 
match in a seedy pub 
in Islington (and this is 
true)- The place was 
packed full of drunken 
men eagerly watching the 
many TVs set up especially 
for the foofy match. As Eng 
land started to slip further 
and further behind, the smoky room 
was filled with swearing as people 
bayed for Graham's blood, and 
one man was particularly 
uproarious in his protests. 
"Substitute so-and-so," he 
bawled. "Push up 
what' s-his-f ace," he 
cried. "Bog off, Tay- 
lor!" he shouted As 
England conceded 
another goal, he 
became so incensed 



by the goings-on that 

he picked up a pint 

glass and, pausing 

only to shout "I 

could do better 

than that," 

smashed it on his 

own hand, drawing a large 

amount of blood. Which was a bit 

stupid, really, because there was still 

quite a lot of lager left in it. 

Thankfully, there are safer ways to 
vent our managerial frustrations 



game is still riding high in the soft- 
ware charts (number six, in fact), 
which is amazing when you consider 
it's been on the shelves for well over 
eight months. 

Matt was particularly impressed 
by Premier Manager 2 when he 
reviewed it last September. "Good 
stuff, this management business, 
isn't it?" he asked before admitting 
"I'm hooked 1" To top it all off, he 
declared "this really is the best bits of 
all the f ooty games bundled togeth- 
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'without having 
to stash ourselves 
with bits of the old 
Raven head in order 
to get a bit of 
attention. Football 
management 
games allow us to 
take 

control of our own 

football clubs and 

put together an all- 
conquering team- 

Premier Manager 2 

is generally recog- 
nised as the best of 

the bunch and if you 

don't believe me 

then ask one of the 

80,000 people 

who've bought the 

blimmin' thing. The 



er and laid out on a golden plate for 
you" before finishing off with a typ- 
ically characteristic "good stuff" 
(again). But then he says that about 
everything. The hairy git. 

Premier Manager 2 is so realistic 
that it's started to generate the same 
rivalry real football has. In a recent 
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televised PM2 session, one spectator 
was so frustrated by a competitor's 
decision that he informed the others 
he could do better before taking a 
gun from his pocket and depositing 
his brains on the new Stain master 
carpet. But now there's an easier 
way to prove you're the best. And 
it's all thanks to us and Gremlin. 



In our ever-continuing quest to 
bring you the most innovative com- 
petitions possible, owners of Premier 
Manager 2 will be able to take part in 
the 'Premier Manager 2 Manager Of 
The Year Competition'. All you need 
are your original game disks and a lot 
of talent to enter, and it's going to be 
fun, fun, fun all the blinkin' way. 
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HOW TO ENTER 

• Grab your Premier Manager 2 disks and play 
until you're realty, really good. 

• Once you've decided that you're the best, fill 
in the form on this page (or a photocopy) and 
send it to: I'M GREAT AT PM2, T/ie One, 30-32 
Farringdon Lane, London fcCIR 3AU to arrive 
here by 28th August. Don't forget to SAVE THE 
GAME at this paint and keep the saved file 
handy, otherwise there'll be bigg us troublius. 

• We'll then send the entries up to Gremlin 
and their 'panel of experts' will sift through 
the forms and select the ten best managers. 
The 10 finalists will then be contacted by 
post and ask to send the save game disk (the 
details of which must correspond exactly to 
the information on the form) up to Gremlin, 

* The winner will be the person Gremlin 
decides is the best at Premier Manager 2 
from the information supplied- Not only will 
this fortunate person receive a breathtaking 
trophy, but £200 ( — cash!) and their name in 
Premier Manager 3. 

* Please Note; NO BLOODY CHEATING - Grem- 
lin will be able to detect from the save game 
file whether you've used any cheat modes 
and if you're caught you'll be executed at 
dawn. You've been warned. 

■ Gremlin will be dealing with the judging and 
its decision is final. What this means is that 
there'll be none of the kind of mathematical 
errors which have plagued the 'Fancy Foot- 
ball Competition'. We hope. 

* That's it! 
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Since the early days of the Amiga, 

Graft go Id has shown itself to be a 

consistent producer of top-quality 

games. With products like Rainbow 

Islands, Uridium 2 and Fire & Ice 

under its belt, the future, it would 

seem, looks pretty rosy. But where 

do they go from here? Andy Nuttall 

has a word or three with them. 
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When Andy Braybrook 
offers himself and his 
company, Graftgold, for 
the purpose! of an interview, you 
don't take the suggestion lightly. 
He's a well-known raconteur, a man 
with a story for every occasion; after 
all, he's been involved in the games 
industry for over a decade. 

The company is now officially 10 
yeara old, and still going strong with 
a stack of Amiga hits in its cupboard. 
So for this month's One on One', 
Andy Braybrook is joined by Graft- 
gold' j newest signing, Kevin Hoi- 
loway, the almost corporately man- 
kkered Development Manager. 

When was Graftgold formed? 
Andy: Steve [Turner, Managing Direc- 
tor] started, I believe, in September 
1983, writing games on the Spec- 
trum. I joined him in November that 
year; before then Id being working 
for a few companies writing "serious 
software", Steve too: he'd been 
working for an insurance company 
writing COBOL programs. 

I began writing games in my spare 
time. Sometimes I'd stay behind at 
work until 10 in the evening, just 
writing the odd game on an IBM 
mainframe. My dad bought a Dragon 
32 at about the same time that Steve 
bought a ZX81, and I think that's 
when we both got the bug. 

So did you know each other before 




Andy: We both played in different 
bands in the Wltham area, so we 
were connected musically Steve 
played guitar, and I played the bass; 
but each member of both bands had 
been in the other band, if you get 
what I mean. We were only pub 
bands — we weren't trying to take 
off the likes of Genesis, or anything I 



Was the company just you and 
,. * c«m* time after that? 
Andy: For at least another two 
years. We were working out of 



Steve's dining room, and we just set 
up two desks and two computers in 
there, I used to turn up at his house 
at nine-'o-clock in the morning, and 
leave again at five in the evening. 
Until we released the first game, 3D 
Space Wars, that's all we had — but 
it was only a short time, about two 
months. 

Who published your games? 
Andy: Hewson first, then Telecomsoft 
did for a while before they were 
bought out. We realised that it was a 
bad idea to stick with one publisher, 
because if something happens to 
them then you're very vulnerable 
so we started spreading ourselves 
around a bit. We did some stuff 
for Virgin: iron Man, tfeafms and 
Qfi-Road Rater, and then we 
went to MicroPros^ with the 
Rainbow Islands project- 
Then the Bitmaps set up their 
own publishing arm, Renegade, 
and they seemed keen to take 
on one or two other compa- 
nies that they knew could 
keep the products coming 
through. They were offering a much 
better deal than everybody else — 
they set their own deal up for the 
Bitmap Broth- 
ers, and they 
couldn't under- 
stand why no- 
one else could 
offer the same 
sort of deal. So, 
it made sense to 
put a lot of work 
through them. 
It's worked out 
very well so far. 
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How many people 
are working at 
Craftgold now? 
Andy: From all of 
the original people 
who set up Graft- 
gold, there's only 
Steve and myself 
left. But we've 
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taken on a lot of new staff, and 
m* now employ 17 people! 
Kevin: Originally, the people who 
started software houses were 
games fanatics, but unusually both 
Andy and Steve had previous busi- 
ness experience. It's sort of come 
full-swing now, certainly with some 
of the people we've taken on 
recently, because they've come 
from jobs in commerce. 

Does this mean that you're going to 

Kevin : Not really. It's just that these 
people know that the game has to 
sell, rather than it just being a 
game that they like. It's not just a 
hobby which happens to pay the 
wages anymore. It's a business. So, 
we've got to produce the sort of 
games we like and make sure that 
they sell. 

Was there a fear, then, that you 
might have to compromise on the 
quality of your gamt 
Andy: I think it's changed the 
nature of the games we write. 
Before, I'd just sit 



How did the deal with Empire 

Kevin: Well, I was working for 
Empire at the time, and I wrote the 
contract for Graft go Id. At Empire 
there was a desire to release a foot- 
ball game to coincide with the 
World Cup, which seemed like a 
good idea because we thought 
nobody else would think of that 
[laughs] And Graftgold were on our 
wish-list of people we wanted to 
work with. 



Who's been programming Empir 
Soccer, th 

Kevin: Jose, who joined us 
about nine months ago. when 
we first started the Amiga ver- 
sion. He's been working on 
that ever since, and learning 
the ways of Graftgold 
through Andy. Jose is very 
new to the industry: he's 
been writing games for 
a long time, but has 
never been in a team 
before. 
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down and 
write an arcade game I 
knew I'd enjoy playing, and hope- 
fully it would be good enough to 
sell. Under my regime, as it were, 
we would probably never have 
done a football game. But, when 
the opportunity came to write one, 
we had a guy who was interested 
in doing it, and commercially we 
could see [with the World Cup] that 
a football game was a good thing 
to do. 



Andy: He puts 
stuff together that I wouldn't 
even dream of doing. He just treats 
every screen he wants to display as 
a blank sheet, which he has to built 
up from hardware level every time. 
He works in a completely opposite 
way from myself, and I s'pose you 
could say that we've crossed 
swords from time to time. 

Do you miss the old days, when you 
could sit with your C64 and bash 
out a game in a matter of weeks? 
Andy: Yeah, it was nice being able 



to do every 

thing myself, i was 

doing the graphics as well, and 

the music was about the only thing 

I wasn't doing. The games have got 

so big now, though, that it's not 

possible to do that anymore. With 

the better graphic* potential it's 

great to have some guys to do it for 

you; and also some help with the 

programming. Games are just too 

big now for one person to hold in 

their head, 

Does that mean it's better, then? 
Andy: Hmmm. It's more of an 
organisational nightmare, cer- 
tainly. In some ways I like the 
old days, but I can see that as 
B things get bigger and better it 
was always going to change. I 
can see my role in the compa- 
ny changing: I'm not spend- 
ing all the time writing my 
own game anymore, I'm also 
supporting other program- 
mers, As time goes by it's 
nice to have a different sort 
of job to do, and to have a different 
viewpoint on things. 
Kevin: It's very much a team spir- 
it now, though. It lets you con- 
centrate on the part of the team 
which you're good at, which is 
much more of a professional 
approach. The quality of the work 
which is coming out is much high- 
er than it would be if it were just 
individuals working separately. 
Andy: It frightens me a little, 
because the development gear you 
need to compete nowadays is 
going to scare a lot of the individu- 
als off . It's a vast expense, and for 



people sitting at home they're just 
not going to be able to do it. There 
.ire very few individuals working 
on games now, with notable 
exceptions — Archer Mac Lean, Jeff 
Minter — and all the others are 
working for big companies. Oh, 
and David Bra ben, of course; but 
look how long it took him to com- 
plete Frontier*. 

Do you still like to program on the 
Amiga? 

Andy: It's nice that we've got a new 
round of machines which are get- 
ting a bit bigger, The A1200 has 
suddenly given us a bit more room 
to manoeuvre, with 2Mb of base 
memory; and the CD32 whkh gives 
us a nice big CD to put our musical 
ideas out on- We must get the 
music from our band on there 
[laughs]. I'm not sure that it's CD- 
quality, though! 

Kevin: That's probably a good thing 
for the waiting public, actually. 
Andy; Vou've never heard us play! 
Kevin: No, but I've seen you on a 
unicycle, though. If you handle 
your guitar anything like you han- 
dle a unicycle... 



You can see Empire Soccer your- 
seif, simply by flipping to the 
front of this very magazine, 
removing the disk, and inserting 
it into your Amiga. What, you 
mean you missed it? 






'Play it for an hour and 

you might as well kiss 

goodbye to a year." 

CUAMIGA-91% 



"A mixture of thinfe-em- 

up and wanton 
destruction. ..think Sirq 
City and now put it fn 

space." 
GAMESMASTER-B4%. 



Gremlin can he proud 
thm they have 

^produced yet another 
quality game" 

AMIGA ACTION-86% 






GREMLIN PRESENTS 









*V tove this game" 
AMIGA POWER-83^ 



DEEP SPACE • DEEP STRATEGY • DEEP TR0( 



"Wot since Dune 2 have 

we been treated to such 

a great strategy game, 

designed in the mould 

of Populous but taking 

the whole idea beyond 

the stars and er, into 

asteroids." 

THE ONE-90% » 



"A very addictive space 
exploration game which 
gets so involved you'll 
want to hire someone 
else to play it for you." 
AMIGA FORMAT-S4K 



"Gremlin's space 

strategy game wiil have 

you playing into the 

wee small hours and I 

heartily fecommend" it." 

AMIGA COMPUTING 

(Silver rfw.ird'h 
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THE YEAR IS 2380... 

The papulation explosion of the 21st century has lorced man tc expand 

his borders and colonise the outer worlds, 

By mining and selling tinge quantities of ore- you ear gather an 

unimaginable amount of wealth, however, you are not alone. 

Six koown species of alien are currently making their wan to 

Sector K240. all preparing to stake their claim to the riches 

therein. If you are lo survive, you must not only be a shrewd 

businessman, but command an army and control fleets of 

battleships to defend your territory. 

* 6 different alien life-forms 

* S different types of space crafts * 

* 16 diflerent types of ships weapons and shields 

■ Over 40 different styles of buildings to manipulate 

* 10 missile types 

* Up to 24 different asteroids to discover in each sector 

■ Highly intelligent enemy colony policies and attack strategies 

* Fully definable asteroid field interface 

* Sophisticated digitised speech and atmospheric sound effects 

* User configurable, icon-driven interface 

* Hard disk installable 

AVAILABLE NOW £29.99 
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COMMODOR 
■S CURRENTLY BEING TAKEN 
VER (THE PRICE, INCIDENTALLY, 
IS RUMOURED TO BE AS MUCH 
AS £3.72 AND A PACKET OF 
FAGS), THE CD32 IS STILL IN ITS 
INFANCY, AND SOFTWARE SUP- 
PORT FOR THE A500 IS DIMIN- 
ISHING RAPIDLY. 
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PEOPLE CONSTANTLY HARP ON ABOUT HOW THE J GOOD OLD DAYS' 
WERE, ER, 'GOOD' (AND, QNL^RESUMES, OLD' AND DAYS') BUT 
WERE THEY? WILL 1 994 BE FO* LY REMEMBERED IN YEARS TO COME, 
WHEN IT'S SAT IN A ROCKING CHAIR, DROOLING DOWN ITS BEIGE 
SUMMER CARDI? I WONDER? LET'S RIFLE THE BULGING POCKETS OF 
POSTERITY AND TAKE A DIP INTO THE GIANT LUCKY-BAG THAT IS 
TOMORROW — WHAT SURPRISES LURK CHALLENGINGLY WITHIN? WELL, 
I HOPE THERE'S A SHERBERT FOUNTAIN IN MINE. HMMM... 
OVER THE NEXT 1 2 PAGES, WE TAKE A LONG (1 2 PAGES LONG, IN FACT), 
HARD LOOK AT THE STATE OF THE AMIGA. WE KICK-OFF BY REVEALING HOW 
OUR FAVOURITE GAMES MACHINE WAS BORN, COMPLETE WITH SOME 
RATHER MESSY PICTURES OF CAESAREAN SECTIONS AND UMBILICAL-CORDS. 
THEN WE ASK THE SOFTWARE COMPANIES TO TALK WISTFULLY ABOUT THEIR 
FIRST RELEASES AND PLOT THEtR PROGRESS wfl"H A FAN-TASTIC COOL CHART. \ 
IF YOU'RE AFTER FACTS THEN PAGE 32 IS WHERE IT'S AT AS WE LIST MORE 
INFORMATION THAN ONE COULD POSSIBLY DIGEST WITHIN AN AVERAGE 
lUMANOID'S LIFETIME. FINALLY GARY PENN LISTS HIS FAVOURITE GAMES 
'- ALL TIME AND PONDERS THE FUTURE (IT MAKES FAIRLY HARROWING 



.HERE YOU GO. OUR BIGGEST FEATURE YET, CUT IT OUT AND KL^f* If m ^ 
SOMEWHERE IF YOU WANT. YOU COULD PUT IT IN A BOX IN THE ftTflCf F&ff- • # 
^ S^ GET ABOUT IT FOR 50 YEARS AND THEN PULL ITOUTTRIUWPyANI- *jfl" 
LY ONE RAINY DAY AND BORE YOUR GRANDCHILDREN TO DE^TH. < 
jlMORE SIMPLY, (AND ENVIRONMENTALLY SOUNDLY, FRIENDS) ' 
FTEAR IT INTO HANDY STRIPS TO WIPE YOUR BOTTOM WITH. 



M \ 



All the best stories begin with 'once 
upon a time'. It will come as no shock 
to learn then, that this rather jumbled 
er... interpretation of real life events 
begins with four hippies in California, 
stardate early 1982. Nevertheless we 
recommend that you join us in our 
homage to photo-love, peace and 
quite literally huge profits. Man. 



[THE BOYS GO BACK TO THEfR SURF SHACK AND BEGIN 
IWQRK ON THEIR NEW MACHINE DESIGN, CODENAMED 
"ZORRO'." 



iSILICON VALLEY, CALIFORNIA, 1982, A BUNCH OF HJPPIES 
SIT AROUND A TABLE PONDERING COMPUTER OF THE ERA 

(IE A SPECTRUM)... 



WE CAN DO 

BETTER THAN 

THIS MAN 



WELL I 

MAJORED IN 

METAL SHOP, 

DUDES 



YEAH, AND I'VE 
COT A DIPLOMA 
JN50LDEWNG 
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FHMMM II NEEDS! 
SOMETHING 



SHORT OF COMPONENTS, THEY ASK THEIR FRIENDS AGNUS, 
PORT) A AND DAPHNE TO BE IN THE CREATION 



■WW SURE. 
HONEV. 1 " 



"HEY. BABES:' WOULD VOU UK£ TO 
HEW US OUT?" 




I TO HIDE THEIR ACTIVITIES FROM THE OUTSIDE WORLD, THE 
CHAPS PRETEND THEY'RE DESIGNING GAMECONTROLLERS. 
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HEY. WQW.DN-] 

IT &E FUN IF WE 

COULD USE SUftf 

BOARDS INSTEAD Of 

JOrSTKKS' 




'YEAH! WE COULD 

CAU.IT GURU 

MEDITATION OH 

SOMETHING. 



NOW COMPLETE, BUT LACKING A DECENT BOX DESIGN, THE 

NEWLY-CHRISTENED "AMIGA" IS TAKEN TO THE 1984 CES. 



^VELL, If WE'RE GOING TO SELL IT 
ANYWHERE. 
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JACK TRAMIEL — PREVIOUSLY OF COMMODORE, 
NOW OF ATARI — OFFERS TO BUY AMIGA FROM 
Hi-TORO HIPPIES 



>*ere. eon. co 

AND BUY YOURSELF 

A fi££A. WHILE f, £fi, 

EXAMtNE YOUR 

MACHINE 




PfHE GUYS CELEBRATE, HAVING SOLD THEIR MACHINE 

WITHIN HOURS OF SHOWING IT OFF. 
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CHEERS. 1 
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SENSING A HIT MACHINE, COMMO 
BIGGER OFFER. 



E STEPS IN WITH 



AFTER ACCEPTING THE COMMODORE OFFER, FURTHER 
CELEBRATIONS ENSUE. 




CHEERS! 
AGAM 



1993. COMMODORE UK PROMOTES DONALD 
(SORRY, DAVID) PLEASANCE TO THE HELM 



1994. COMMODORE ANNOUNCES THAT IT 'FEELS A BIT ILL," AND 
■ SO WONT BE COMING OUT TO PLAY FOR A WHILE 




THE END,., ORIS IT? 



J 



Continuing our mooch through all thinjt 



powerful cocktail white ho probos thorn gon* 
Hy about thoir first Amiga totoasos. 



ife usually starts off small and 
ends up, er... big Tiny seeds 
grow into nice flowers and, 
ahem, other kinds of seeds some- 
times turn into people- And, as I'm 
sure your teachers have no doubt 
reminded you, oak trees really do 
grow from atoms 

The computer industry is no excep- 
tion to this natural law: once there 
was this cottage industry run by 
anorak-wearing spotty adolescents; 
today we are surrounded by multi-bil- 
lion dollar earning conglomerates 
fronted by shrewd suits with pound 
signs printed on their eyeballs. 

So how did the cutely propor- 




mutate into many armed corpora- 
tions? Search me — but I guess a 
constant stream of best-sellers may 
have helped. But if it wasn't for their 
first hits, things could have been dif- 
ferent. So here, for your entertain- 
ment and delight is what a selection 
of the software houses have to say 
about their first Amiga games, -- 

ELECTRONIC ARTS 

SkyfoK 

"Well, after hours of research and 
searching in various bins for the 
appropriate information we have 
finally concluded that our fftst Amiga 
games were Skyfox and Marble Mad- 



ness," reckons EA's Mick Channon, 
cleverly managing to advertise two 
of his company's products for the 
price of one, the crafty beggar. "I'm 
afraid that both were really rather 
good," he continues, "with Skyfox 
being a rip-roaring snorter of,art 
action game, that set the standard 
for first person shoot- 'em-up action. 
Marble Madness, on the other hand, 
was a 3D isometric marble sliding 
game which just made you mad, 
spawned a thousand imitators and 
set the standard for future 3D iso- 
metric marble sliding games. Both 
games, I am assured, were com- 
pletely and utterly top." 



GREMLIN 

John Lowe's Ulti- 
mate Darts 



"You've really had 
US picking our 
brains to remem- 
ber our first ever 
Amig.i release," 
says Gremlin's 
Stevp McKevitt. 
"We were hoping 
it would be some- 
thing really excit- 
ing and tj round - 
■ breaking. In fact, 
| it was John 
Lowe's Ultimate- 
Darts. I suppose it 
shows that we've come a long way 
since those tentative first Amiga 
steps. This 1987 interactive feast 
didn't sell in ZooHike numbers and 
certainly wasn't a landmark game in 
Gremlin's glorious 10-year history. I 
suppose I could have lied and said 
torus Esprit Turbo Challenge or 
Monty Mole — now they really were 



something special," 



CODEMASTERS 

Advanced Ski Simulator 

"At Codemasters, there's this cup- 
board, It's up by the kitchen bit," 
explains the ever-ebullient Richard 
Eddy from Codemasters. "It gets 
bumped into, knocked, its door is 
broken and, of course, there's coffee 
spilt down the side of it. Pretty crap 
life for a cupboard, realty. 




"But this cupboard knows it's 
important. Occasionally, you can 
catch it, just out the corner of your 
eye, with a really smug look on its 
face. Erm, door And that's because it 
knows. It knows it's the most impor- 
tant cupboard in Codemasters. Lurk- 
ing inside its deepest corners is every 
Codemasters game ever published. 
AH 400 (or so) of 'em. Every time a 
game is released, a copy gets slung in 
there. One on top of the other, 

"And so, when The One asks for a 
copy and a few words on Codemas- 
ters' first Amiga game, you know it's 
down there somewhere. Way down 
th< 

ding bottom. Thankyou very much, 
Byron. 

"Anyway, Advanced Ski Simulator. 
It's a simulation of skiing and it's 
advanced (hence the title. Well, not 
hence the title, actually. Everything 
Codemasters published in the '80s 
had 'Advanced' and 'Simulator' in the 
title. 8ut — hey — it only cost £ 4 99- 
And d'y'know — it was actually a 
very smart game indeed. With lovely 
music and the obligatory scrolly bit at 
the beginning, it captured quite an 
atmosphere. Right from the moment 
you set off down the slopes with 
sampled cries of a whole crowd of 
people shouting "Go I Go! Go!", cow 
bells ringing and decent 'whoosh' 
noises as you skied down the slopes. 
It was all really good fun. 

"So it went on to sell by the buck- 
et-load — the two-player option was 
especially popular. So popular, in 
fact, that the programmer, Andrew 
Graham, went on to program other 
two-player games. One of thern 
became quite 

famous, selling over 
250 000 copies. That 
was Micro Machines 
which, spookily 

enough, was Code- 
masters' most 
I recent Amiga 
release. Coinci- 
dence? Fate? Who 
| can say? Maybe-the 
cupboard knows." 
Perhaps we 
should ask it next 
time, then. 




CORE DESIGN 

Corporation* 

"Corporation was the first game that 
we released under our own name: 
Core Design," explains Richard Bar- 
clay, Core's almost-top bloke. "Since 
its formation in 1968, Core Design 
had operated as a development 
house — supplying finished products 
to games publishers who had com- 
missioned us te write them from 
them. Titles written by the company 
include Rick Dangerous 1 and 2 (Fire- 
bird), Dynamite Dux (Activision) and 
Action Fighter (Firebird). 

"Early in 1990 the decision was 
taken to start publishing our own 
products from June of that year. 
Over a fairly short period of time, 
Corporation was storyboarded. It 
was to be a multi- level, three dimen- 
sional, role-playing game which 
would feature scaled sprites. When I 
took the preview versions along to 
the magazines they went absolutely 
crazy. It was the first time they had 
ever seen an Amiga game featuring 
this technology. As soon as The One 
published a preview, the phones 
didn't stop ringing. Ace's review was 
really the icing on the cake. They 
gave it 96. S percent and as soon as 
that was out we started getting 
about 300 calls a day. But — after all 
that — Corporafion nearly didn't 
happen, 

"At that time, there Are only ten 
of us in the company — three of us 
running it and eight programmers 
and graphic artists. Corporation was 
scheduled to be released in June but 
had suffered a slight delay because 
the storyboard was extended some- 
what. Since we had ceased writing 
games for other companies by then 
we weren't earning any money. It 
was the beginning of August and 
still the product wasn't finished. Our 
cashflow was such that we had 
enough money to run the business 
until the end of September, after 
which time we would be penniless 
and out of business. 

"Our distribution deal meant that 
as long as we released Corporation 
by August 31 we'd be okay because 
we would be paid for all the revenue 



earned from its sales on October 1. 
Publishing it on September 1 would 
mean that we wouldn't get any 
money until November 1 and by 
then we would have been history. 

"By Friday, August 24 we had a 
nearly complete version but the 
maps hadn't been finished^hat 
weekend we all sat around in a circle 
and just said things like, "put a laser 
beam here, 1 ' and, "what about a lift 
there?" We had that finished by the 
end of the afternoon! 

"So we thought we had a bug- 
free version by Sunday evening and 
had told our distributors that we'd 
be delivering a master version earli- 
et^ftat Sunday afternoon. They wait- 
ed for us, but kept saying things like: 
'We've got homes to go to as well, 
you know!' 

"At 9 p m. on Sunday evening we 
all drove from Derby to the duplica- 
tors in Leeds and read in to the mas- 
tering machine what we hoped 
would be the finished version. Sub- 
sequent play-testing, however, 
proved that there were still bugs in 
the code. So we travelled back to 
Derby and at about 4 a.m Started 
again. This went on every day and 
night until Thursday, 30th August. 

"I don't think anybody slept more 
than about six hours all week. I felt 
like crap and looked like I had a bad 
case of hepatitis B. At about 2 a.m. 
on Friday, August 31 we finally had 
a version from which we could dupli- 
cate the finished product. At this 
point you might think we could go 
home. But we couldn't. Everybody at 
the duplicators had already clocked 
off and because we needed to raise 
all the invoices on Friday, August 31 
and not September 1 we had to 
pack the game ourselves, So the 
employees of Core Design either 
worked on the conveyor belt, oper- 
ated the shrink wrapper or packed 
the boxes, After that, at 6 a.m., 
myself, Jeremy Smith the Managing 
Director, and another guy drove the 
stock to four UK software distribu- 
tors as far apart as Derbyshire and 
Essex. The game was sold by the dis- 
tributors to the retailers the same 
day — August 31. 

"It was a bloody nightmare! 11 But 
well worth it, eh? 



PSYGNOSIS 

Kh.it.. it cia 



"Brataccas — the name nobody 
could spell," reveals MC Marky Blc- 
witt from Psygnosis. "The product 
that broke the mould. The first 
Amiga game, Ever." 

'BrateCCJS is a self-cont^pcd 
world based on a number of aster- 
oids. Taking the role of Kyne, an 
earth scientist accused of hideous 
crimes and genetic fraud, you must 
fight to dear your name before 
you're spotted and arrested. Clearly 



a plot like that could not be an 

excuse far a large, zap-'ern-up game, 

could it? Well, it could but it isn't. 

You 

plex arcade adventure. 

"Bratatxas boasts large, well-ani- 
mated sprites, rooms which have 
been given a sort of perspective 
allowing the player to move around 
in several directions, State of the art 
for the mid-80s, 

"Since then Psygnosis has pub- 
lished over 60 Amiga titles including 
the ground-breaking Barbarian, 
Shadow of the Beast tu^j>gy, and 
ternm/rigs," 
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OCEAN 

Wiiball (sort of) 

"Ocean's first venture into the world of the Amiga was a lesser-known title 
called fco," admits Nick Clarkson, voice of Ocean. "Remember it? No, me 
neither. Anyway, the second game arrived a couple of months later in April 
of 1 98B. WizbaU received much critical acclaim and even to this day is still 
heralded as an all-time Amiga classic. In case you didn't catch Wizhafi the 
first time around, it involved you controlling a small green sphere catching 
droplets of paint in order to bring a little colour into your grey, drab world- 
Okay, so it might not sound like the recipe for a hit game but it certainly 
had that payability factor. You'd be lucky to find it in its original box, but 
it is still out there on the Hit Squad label." 
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Almost every software house has its ups and downs, and er middling bits. What 
happens when you take 10 off the oldest softies, and choose eight of their games at 
random? Or more succinctly, who's hot and who's sliding down towards the er.., poo? 
Andy Muttall, true to form, makes the magazine late finding out... 



CivHimtion — certainly 

wasn't written in a day. Or 

something. 






Ctjjj* For a Corps*. Mot, as 
you would p*pr(t, Top G«rt 
star fancying dead people. 
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ONIA Oi-iign declares it's 
leaving the Amiga after the 

stonking RPG Mired Guns, 



) 



Zoo/. Fast, cute, colourful, 
and mile* better than the 
later Lcmole versions. 



ul 
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John Madden Football 
Gamer i go wild, even it it ii 
Gridiron Football which is 

Jltim.itclyc.uk 

1 



Shadow of the Beast is release 
an unsuspecting public, and 
Amiga* in hug* numbers 



flpbpcop 3 released complete 
with ''copy-proof protective 
dongle". Cracked copy circu- 
lates within two days, amidst 

jeer* from the cracker. 



Ccw* pays £101)0 for the 

J,iyuar (icentr. Money well 



p) 



spent, we reckon. 
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bal Gladiators, a sadly dull 
Itnrmpr. Stinks of old fish. 



Super Tetris — Tstris with 
thrill inq Russian music. 



fn-pVana Job*i 4 — the 

Of jpfirc Adventure. Munkry 

Island with Harrison Ford, 



Goaif Touted at the t a WW I Ut e 
f ooty game, but tails to 
ntatcK Sens*. 



Road Rash. The tint racer when- 
you have to punch people. 



Richard from Cor* isn't *ur* 
about rVtrnWrt, but it »eili out. 
Suddenly he is its biggest fan. 



Kvrik Snajr. Dodgy spelling 
dadqy game. 



"Desert Strike doesn't cash 
In on the Gulf War," says EA. 
Hmm... itchy chin. 



Micro Marhines. The best 
two-player driving game 
ever. Apart from Skidmarks 



sunship 10OO. 
Ta* — the chance for more 
'chopper' gags! Cnud 



flashback. Mora proof that 
"shooters make games 
cjn-.it " Probahly. 



Syndicate scores a hit with 
•.irk. violent paopl* who leva 
blood and gore. 
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Second Samurai — ■ hit 
because Robert Maxwell 
w.isn i involved. 
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Premier W*in*o*r, A footy 
management game with nice 
graphics. Gasp! 



Turns to crisps for m-.pir.itmn 

and Pushover is the result. 
Plays better than it sounds, 



Hey. I like K24B. The sequel to 
Utopia h»* got me in truh with 
the boys for being * bit s*)4. 



uv.irg.inM-. " Brilliant, but the 
British Lrqmn doesn't like it. 



Warmish 



Heimdi.ll 3. 



ndi.ll 3. ■ Horsey But 

Nice," says Simes The whole 

world proceeds to copy him. 




Firehawk flies like a brick 
and manages to bomb all on 





Fpic — technically brilliant 
but an average player **n 
complete it in hours . Pity. 



HuiMleberry Hound. True to 
its name, plays like a com- 
ptott dog. Meat. 




Thomas the Ttnk f ngine, 
Unsurprisingly, crap. 



Suburban Commando 

Still crap, much like the film. 



'Aito Owtoon Fun. If, of 
course, you define the word "fun" 
as "complete and utter drivel. 



Last Action Hero. Shoves 
dear aid Psygnosi* right 
down into the brown stuff 
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There are 2 million Amigas in the 
U.K. And we've got four of them. 



In Spanish, Amiga 

means 'girlfriend'. 

I think. 

fn German, Amiga 

doesn't mean 

anything at .ill. I 

don't think. 










Amiga Land and the world of the 

computer games industry is a 

crazy old place, filled with 

instances of sadness, despair and, 

occasionally the odd decent 

game. Matt Broughton wastes 

two pages by splashing fan-tastic 

facts all over the place. Most of 

them are probably quite true, but 

then again, they might not be. 
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If, for some unfathomable reason, two 
scientists bothered to drop a bowling ball 
and an Amiga from the top of the Lean- 
ing Tower of Pisa, they'd probably find 
that both hit the floor at the same time. 
They'd also probably find that they'd bro- 
ken their Amiga. 
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Matt would like to thank the 
following folks for their help 
and co-operation in compil- 
ing this amateurish bodge of 
a fact sheet: Nick Clarkson at 
Ocean, Steve McKevitt at 
Gremlin, Mark Blewitt at 
Psygnosis, Doug Johns at Vir- 
gin, and a number of others 
who wish to remain anony- 
mous. Matt would also like 
to say "Bog off!" to all of 
hose who couldn't be both- 
ered to help him. Good luck 
with the marks for the next 
game of yours he reviews! / 



Some games should be part of every Amiga gamesplayer's 
collection - ah but which are they? Gary Perm thinks he knows, but 
then our Caz thinks he knows everything. Stand by to lose your 
rags with this irritating know-it-all. 




n seven years of owning an 
Amiga I have played some right 
rubbish on it, I can tell you. In the 
good old days of a night out for two 
bob with change for chips, gravy the 
bus home etc, the Amiga was 'treat- 
ed' to same cack conversions from 
other machines (Commodore 64 and 
Atari ST, mainly); then, somewhere in 
the middle, we saw a glut of cack 
arcade conversions., and today... 
nothing's changed much: we get cack 
conversions of unremarkable PC com- 
patible stuff spread over too many 
dis*s instead 

Sigh. If only developers had con- 
centrated on creating simple but 
entertaining single-disk software at a 
reasonable price rather than expen- 
sive and glossy but vacuous mult id is k 
'extravaganzas'... it might have made 
some difference to the state of play 
today. I reckon that strong concepts, 
well -executed that don't abuse the 
machine will endure, but, sadly , there 
simply aren't enough durable releas- 
es available for any Amiga. 

One of the biggest disappoint- 
ments with the Amiga over the years 
(apart from Commodore continually 
remodelling it) is that more wasn't 
made of thejwo-button joystick and 
the four-way adapter at an earlier 
stage, If Commodore had bundled 
the Amiga with even a reasonable 
two-button joystick from the begi- 
rt tngnrreckon it would have made a 
smalt but significant difference, 

The Amiga being the only widely 
avaifable multiplayer machine would 
have helped, too. Gauntlet ti was the 
first simultaneous four-player Amiga 
il release I can remember, and Dyn- 
\ ablaster is the most recent taut 
| that's about yer lot. 



But we can't turn back the clock - 
and anyway, it wasn't all doom and 
gloom. It's time to take a brief but 
affectionate look back at the good 
times — and some of the software 
that makes the Amiga worth owning. 
It'd take weeks (and at least a couple 
of issues) to even skim over the his- 
tory of Amiga entertainment, so 
don't get snotty if something's miss- 
ing from this brief stroll down mem- 
ory lane. 

Forget all those big, fat adven- 
tures, RPGs and simulations they 
can prove stimulating in the short- 
term, but if the over-elaborate con- 
trols or the disk, swapping or the get- 
ting bogged down in some clumsy 
linear storyline doesn't put you off, 
completing them will. 

No, what I like is stuff that I can 
come back to in, say, five years or so 
and pick up and play and enjoy. Even 
so, I reckon £25 notes is still too 
much to pay; my advice is, if you 
aren't fash ion -conscious and can 
afford to wait for the budget or com- 
pilation re-releases, you should — 
now that publishers are more inter- 
ested in tomorrow's technology, the 
next couple of years will see an abun- 
dance of bargain back catalogue 
releases. Old favourites from 19G7 
onwards include Buggy Boy (fun little 
racer, that), tkari Warriors. Barbarian, 
Kick Off and Speedball 

The rotating tower business in the 
Nebulas conversion was no less 
quirky than on the Commodore 64, 
but it lacked stamina (and it's a pity 
John Phillips' Scavenger complete 
with its neat shadow effect, was 
ditched); the ghost 'n r host concept 
in Paradroid is smarj but the Amiga 
version is cobblers; Tetris is class — 



but not the original Amiga version , 
nor indeed most of the 'tributes' 
(that said, the alternative puzzlers 
Cem-X, Loopz, Afomj'no, Puzzrtfc, 
Ptotting arid Kiax are all worth a look, 
as well as some of the PD clones 
which easily improve over the 'offi- 
cial' version) 1 ; Archer's Snooker and 
Poof are worth a mention for how 
they looked more than anything — 
however, the icon-driven interface 
isn't as immediate as I'd like. Archer's 
MO, on the other hand, is still the 
only decent beat- r em-up on the 
Amiga. (Ahem,., wot no Elf mania 
Ga?7 Simon.). 

Geoff Crammond's Stunt Car Racer 
has a great feel, hut losos its appeal 
after a while (when you fall off the 
track, the race is as good as lost, and 
that's annoying) and as for his For- 
mula One Grand Prix... look, it's just 
another racing simulation (only 
injected with a typically huge dose of 
Micro Prose 'fat' cells), 

David Braben's Virus has some 
solid ideas (reminiscent of Defender) 
but it takes far too much effort to 
play. And as for all those allegedly 
decent Amiga versions of Defender 
(most disappointing of all had to he 
ieff Minter's official conversions for 
Arc)... believe you me, they don't play 
anything like the original (the widely 
unavailable Datastorm is a fair sub- 
stitute). Hybris, Battle Squadron, 
Quartz, Silkworm (and its 'sequel' 
SWIV) were all reasonable mindless 
blasters, too. 

Competent conversions from 
arcade to Amiga include the plat- 
formers New Zealand Story and Toki, 
and (if you can find it) the almost 
arcade-perfect Arkanoid (the sequel 
smells of fish). Ready soft's multidisk 



digestion 



conversions 
the tedious Drag- 
on 's Lair and Space Ace 
series sold better th^fi any- 
one expected (if you were sad 
enough to buy one of them, 
shame on you). Delphine's Another 
World was only marginally more 
interactive than Dragon's Lair but the 
polygon-style system used to drive it 
has potential yet to be fulfilled The 
use of polygons as seen in Graft- 
gold's Simukra also had possibilities, 
but the game simply lacked oomph. 

US Gold's E-Motton, Storm's con- 
version of Rodland, Graftgold's con- 
version of Super Off-Road dot Virgin), 
Hudsonsoft's BC Kid, Broder bund's 
p«nce Of Persia and Typhoon Thomp- 
son, and Core's Rrck Dangerous had 
their moments (hut not enough of 
them), Zool, however, never had any- 
thing going for it, unimaginative pap 
that it is, 

And let's never forget that Bullfrog 
made its name with Populous on the 
Amiga, as did DMA with Lemmings. 
There are some nice ideas buried in 
both games, but this ethereal control 
stuff leaves me cold (the same is true 
of Carrier Command, Dungeon Mas- 
ter, Sim City and Cannon Fodder). 

Oh, and some software bimbo 
called Shadow Of Beast somehow 
managed to set the world on fire 
under the pretence of showing what 
the Amiga could do. But if that was 
true I'd have chucked it in years ago. 



THE SENTINEL (Firebird) 

Availability Slim (but it must be due far ■ budget or compi 

I dt ion re -release soon) 
Price: N/A 
r hi- map function's a waste uf time and, yes, it's a ton 

version from Geoff Cramnwnd's Commodore 64 release ^^ 
of 1987, but The Sentrnef"* originality and playahility is 
still as fresh as a cliche. Even though ht's not complex, it's 
a bugger to explain SO I won't (something akin to a 
screwy King Of The Castle' will have to do). Get a copy if 
you can, get into it and get off on it, Go on, we won't tell. 






FAR-OUT FUN FOR ONE 
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X ASTEROIDS fPublir n 



Even the most dire multiplaycr game is a laugh. But when it comes to 
electronic satisfaction, the following can't be beat (oh dear!. Perhaps the sad- 
dest thing about this list {or maybe it's me) is the lack uf originality (most ar<* 
conversions from older machines), but, th.it ,r.nJ> . I hi- i".i-.i*ns irit th<' rhoires 
are clear: each garni' was built on a simple, novel MM that was representative 
of the medium's potential, and was focused and executed well i.'rtOu<jh to 
make it playable (and as an added bonus mast involve little or no disk swap- 
ping or accessing). 
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SENSIBLE SOCCER 

(Renegade) 

f Availability: Very good 
" Price: £25.99 
I reckon there's more to be done with 
■ footy simulations, and I also reckon 

KkA Off had the most potential {but it 
was never quite realised). Sensihle's 
unahashed tribute to Nick Off {and Associa- 
tion Football itself, of course) is the more accomplished of 
the two. Unless you can pick up Sensible Soccer at a bud- 
get price, it's probably wiser to wait for World Qf Soccer. 



PINBALLr«- — tainment) 

variability: very good 

„ rt .,<, (wU PinbaM Dreams) 
P,Ue: °°f Vdreary and Illusions 
" TlS,sa , t LlfeZre at last) 

.TsntanythincjO^ 
ible^twoofthelour 
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MARVELLOUS 

MULTI PLAYER 

MIRTH 

I don't know any- 
one who can be 
bothered to link 
two machines 
together to play 
some of the multi- 
player stuff 



RAINBOW ISLANDS 

(TaiWOcean) 

Av.nl.ihility: Good 
Price: C7.99 (Hit Squad) 
Bubble Bobble's actually the better . 
game, but Software Creations' Arnica 
conversion MM distinctly average (pre- 
dictably, the two- player mode's a laugh, 
though). The Parasol Stars conversion's 
marginally superior than Rainbow lslands d but 
the game's not so hot. Somewhere in the middle, then, we find the 
second in the Rainbow Trilogy not an original Amiga game, sure, 
but Graftgold's conversion is one of the more playable. The biggest 

problem with Rainbow Islands is that there's not enough of it, so 
you never get to fully appreciate its dozens of features. Even so, the 
Rainbow Trilogy is a must for serious software collectors. The mis- 
leadingly-named Rainbow Collection features Rainbow Islands. Bub- 
ble Bobble and the jolly New Zealand Story for a bargainous £19.99. 
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miga owners have never had 
it so good — and so bod at 
I the same time. Its typical; as 
soon as programmers start getting to 
is with the rwdware, the soft- 
ware publishers stop supporting it in 
favour of other, more lucrative for- 
mats (some developers are making 
small fortunes from the consoles at 
the moment). 

Of course, software for the Amiga 
doesn't sell as well as it did: publish 
ers don't release as much of it now 
and what they used to release wasn't 
of a sufficient quality to convince 
punters to stay with the Amiga, so 
many of them move on. It's not sur- 
prising people buy consoles when the 
software is considerably more 
playable than the me-too muck 
thrown at our fave computer. Ami- 
gas have plenty of life — but only 
with original software that can- 
not he played on any other 
format- Sadly, now it's all A 
too late. 

To be honest, any- 
one with an A500 
had better make 
the most of 
what they 
have, 



because ?h us little worth 

saving up for beyond the Auti 
Even the A12 1 bar ' 

of it That keybo. 



attention, but for how long? You 
want more detent Amiga games? 
You'd better I earn how to program 
then, and show these unimagi- ^J 
native b'stards how it should 
be done. And why not? , 
You have the potential - 
to run art and anima- 
tion packages and 
therefore the . 
opportunity ^ 
to experi- * 
m e n t 
with 



ideas. 
Sure, you 
may not 
come up with 
fancy stuff (forget 
rendered and digi- 
tised imagery — they 
have little to do with 
interaction), but at least you 
can toy with interactive con- 
cepts. Even using a pencil and 
paper and some of the more estab- 



lished 
formu- 
lae is a 
start. I may be 
a whingeing old 
git, but for good 
reason: I want to be 
able to play some 
decent, fun games — not 
oh-so-dever, limited, disk- 
intensive interactive entertain- 
ment Perhaps it's time I shut up 
and started practising what I'm 
preaching. Or shut up, at least. 

It's a real pooh that most of you 
can't afford to hang on to the old 
technology to move with the times 
(I'm lucky — when I get bored with 
most of the glossy pap available for 
the Amiga, I can still play some of the 
more entertaining stuff on, say, the 
Spectrum or Commodore 64), Mega 
Drive owners will be able to boost 
their machines later this year with a 
(fairly) inexpensive hardware add-on 
(and at least they tan still play some 
of their old favourites, too), But with 



a bog 
standard 
bO. what 
can you do? 
Buy memory 

expansions, sure — 
but it's impractical 
(impossible even) to trans- 
form it into an A1200 or 
CD32, and that's where most of 
the new Amiga software's going. 
Of course reminiscence ain't what 
it used to be, but there's got to be 
more to the computer entertainment 
medium than glossier retellings of 
past glories- 1 really don't know what 
happened: one minute there was a 
handful of original, fun games I 
enjoyed playing and progress seemed 
to be being made — the next: noth- 
ing The number of publishers releas- 
ing games for the old Amiga will be 
almost insignificant by the end of this 
year. I suppose there's always plenty 
of Public Domain and Shareware 
stuff around, but most people find it 
inconvenient to acquire. 

It'd be great if a small band of tal- 
ented, contented individuals were 
producing some interesting Amiga 
stuff in the years to come (yeah, 
right), but it won't happen Everyone 
seems to be hung up on the 'exciting" 
potential of tomorrow instead of 
coming up with new game ideas for 
today. Quelle bummer, eh? 

• Thankfully, Gary Penn S opinions 
are his own and not necessari/y fnose 
of The One- The Amiga has plenty of 
life /eft in if. Probably, 
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SENSIBLE SOCCER 

"Sensible Soccer was playing ■ who needs England when you've just get hold of the besl PC football game of all time anyway!? - 
"Definitely, without the merest inkling of a suggestion of a shadow of a doubt, the best football game ever" • Amiga Power 

GOAL! 

"Fast - Frantic and a good alternative to Sensible Soccer". - PC Bev/ew 
Goal is undoubtedly a superb game, you can never have too many good football games and Goal is certainly one of the best" - The One 

STRIKER 

A ureal and very playable football game" - PC Review 
'lis a slunning debut, and ait Striker is missing is the half time oranges - CU Amiga 

CHAMPIONSHIP MANAGER 93/94 

The allenlionlo detail is excellent and the number of features too numerous to mention ..." - Amiga Format 
The most addictive management game available. It's still the best" ■ PC Zone 

THIS INVINCIBLE COLLECTION OF FOUR NO.l CHART TOPPERS CANNOT BE RIVALLED! 

AVAILABLE FOR IBM PC & AMIGA 
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att couldn't kid himself any 
longer — it really was the 
end of an era. With the WiP 
intros having gradually been reduced 
— not to mention having to get 
passed the 'enthusiastic' new 
Production Editor — there really was 
no way for the lad to be amusing any 
more. Looking back over the year, 
happy memories of 'Free sex', 'Alien 
birth F and 'Plane crashes' 
overwhelmed the young man to the 
point of tears. And so, closing his 
'funny box' for the last time. Matt 
made for the door. This would be the 
last ever irrelevant WiP intro. And, 
of course, it was. Goodbye. 
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Andy fJuttall, a man envied by several homeless people, once 
again thrusts his razor-like wit down the trousers of some of 
the country's top programmers, as he reports on what people 
are already calling "A good football game." Of course, we take 
no responsibility for the poor quality of the writing, but at least 
there should be some quite good pictures. 



When we asked Matt Broughton who he thought would be 
best suited to Ocean's Kid Vicious WiP, he punched everyone in 
the face and kicked Simon's shins very hard indeed. Then — 
and only then — did it occur to us that until a game called "Kid 
Git' appeared, he would be the only one for the job. It's got plat- 
forms, it's got violence, and now it's got Matt. Poor game. 



It's traditional that every few months or so, Simon suddenly 
announces that he's going to buy a car. Of course, being Edi- 
tor of Britain's smallest and possibly most unpopular games 
magazine is a time-consuming affair and, as such, Mr Byron is 
still vehiclularly challenged. Who better, then, to put behind 
the wheel of another imaginary car, as we look at Gremlin's 
latest racing game? No-one, that's who 



There's nothing we like better here at The One offices than to 
kick the crap out of Andy Nuttall for no apparent reason (not 
that you need one when you work with someone as annoy- 
ing as Andy), so it seemed only fair to allow the softly-mint- 
ed gimp to let off some steam of his own. As if by magic, what 
should arrive in the office, but Millennium's second Brutal 
Sports offering — Wild Cup, And so, like the mates we are, 
we allowed him regain consciousness and then shoved the 
disks in his mouth. What a lucky chap he truly is. 



SYCHO PINBALL 



Looking distinctly 'back down to three again', Matt Broughton peels 
back the layers of fat protecting some of the more succulent cuts, and 
inserts his scalpel where you wouldn't want to know. All of this mean- 
ingless babble basically says that it's Mini WiP time again, and would 
you like some sausages to go with your chips? Exactly. 
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Can we stand any more? After a long hard 
season, could it not be said that our soccer 
stars play far too many games? Is this why 
we missed out on the World Cup? 'Nan, we 
was just crap', claims Football Crazy Andy 
Nuttall — and after all he should know. 
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Football's a relatively new 
game (compared to, say, 
chess, or kiss-chase], but love 
it or hate it, footy is the world's most 
popular sport. Of course, the millions 
who love it are faced by even more 
millions (particularly in the USA 
where 'shooting people' and tiddly- 
winks are marginally more popular 
than The Beautiful Game) who 
frankly don't give a bat's willy. TV 
hype surrounding domestic compe- 
titions and the World Cup only 
reflects the popularity of the sport, 
but handbags of people (usually 
girls, pun intended) complain that it 
seems like football is on the goggle- 
box all the time. Well bog 'em. 

As if to prove how closely com- 
puter games follow other forms of 
'entertainment', we're treated to 
exactly the same situation on the 
Amiga. A veritable cornucopia of 
footy games (okay, SOish} is arrayed 
wirtsomely on the shelves at Smith's, 
like 4 coachload of Leeds fans moon- 
ing cheerfully at passing motorists. 
Ah, you say, but will people buy 
all these games. Well, history sug- 
gests that they will: no matter how 
many footy games are released, 
there still seems to be a large section 
of the Amiga -owning public who will 
buy another one (or two, or three)- 
This then, is exactly what Elec- 
tronic Arts is hoping will happen 
■with the release of its ground-break- 
ing FtFA intnm.itinn.il Soccer, a game 
which topped the console charts for 
months late iast year. 

On the consoles, FIFA received 
huge critical acclaim, an obvious 
pointer to the game's success? Not 
really. On the Amiga, the competi- 
tion to produce the best footy 
game (ever?) is a lot greater, so 
what's the Amiga version going 




Instant Hep lay 
it vol Setup 



PROJECT: FIFA International 
Soccer 

PUBLISHER: Electronic Arts 
developer: Visual Sciences: 
David Cowan (Programming); Geoff 
Gunning, Hark Ireland (Graphics); 
Anthony Put ion (Music). EA: Kevin 
Buckner (producer); Hick Goldswor- 
thy (Assistant Producer). 
INITIATED: January 1494 
RELEASE: junt 1994 



to be like? "It will be exactly the 
same as on the consoles," says Nick 
Goldsworthy, EA's Assistant Produc- 
er. "The programmers have done a 
grand task to fit FIFA onto a 1Mb 
Amiga 5QQ. There won't be a specif- 
ic A1200 or CD32 version, but if your 
Amiga has over 1Mb of memory FIFA 
will detect it and enable more play- 
er animations." 

ONE-BUTTON 
WONDER 

One of the more difficult tasks, 
apparently, was redesigning the con- 
trol system to cope with one-button 
joysticks, instead of the console's 
joypads. "It will need a combination 
of short and long button presses," 
reckons Nick, "We've found it diffi- 
cult to design, simply because of the 
number of different moves featured 
in the game. There are overhead 
kicks, diving headers, chest controls, 
banana kicks, back heels... you name 
it, basically " 

With large player sprites, realistic 
3D views and lifelike sound effects, 
FIFA caters for the people who want 
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Of course, we're not going to see England play the USA in the World 
Cup, because one team qualified by default, and one didn't. However, 
like every footy game worth its salt to be released in the neirt month or 
so (and some that aren't worth anything, mind), you have the option in 
FIFA to select England. 




The headless (in this shot, at least) referee spends most of his time on- 
screen, getting into position to see the action as a 'proper' ret would. 
"The ref works very well," enthuses Nick, "Me keeps out of your way, and 
he runs around and generally, er. looks realistic." Wise words, mate... 



realism, "Sensi Soccer was undoubt- 
edly great as far as gamepiay goes, 
but it wasn't so hot on the graphic 
front. We didn't like the overhead 
view much, but that's because we 
like to make games look as realistic 
as possible. 



"I don't know whether you saw 
the promotional video for FIFA," says 
Nick. Er, no, "Well, we took the rip 
out of Sensi a bit, and had their 
overhead view with a bloke's voice 
saying 'No way!' or something, The 
graphics in Amiga FIFA are amazing. 




Me have an exciting 
matchup today between 
England and 
the United States. 
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FIFA on the consoles 
features » Canadian 
commentator called 
Ron Barf. Thankfully 
he's taepn replaced 
on the Amiga by 
somebody closer to 
home. "It's actually 
a Marketing Director 
here called Tom," 
says Mick. What, no 
John Mot son 7 "Well, 
he looked a bit more 
"Gillette' than the 
other guy [more 
product 
placement?]. 
Nobody knows who 
the hell Ron Harr is 
over here, anyway." 



you could think 



PROGRES 



any game on 
the market. 
"There won't 
really be any 
bias towards 
the World Cup 
in FiFA, 

though," he 
says. "Yes, it's 
coming out just 
before it. of 
course, but 

we're not going 
out of our way 
to flash Full 
World Cup 

Teams' or any- 
thing. I suppose 
of it like that. 



especially when you consider that 
the programmers knocked it up so 
quickly. At the moment, the guvs 
are busy getting it up to speed, 
because when we first got it run- 
ning it was tediously slow." 

SOFA, SO GOOD 

FIFA's programmers and designers 
researched the game well, by play- 
ing every Amiga footy game they 
could get their hands on. "It was 
just for research purposes, I 
promise," laughs Nick. Their two 
favourites, and perhaps those which 
influenced the FIFA game the most, 
are an unusual combination: "The 
classic games which inspired us 
were Sensible Soccer [surprise, sur- 
prise — Andy], which has great 
addictive appeal, especially when 
you play in two-player mode, The 
other was Commodore's ancient 
/mernarifona/ Soccer on the Com- 
modore 64, That was a gem, and 
excellent for its time, 

"We combined everything we 
saw on other footy games, plus 
many more of our own enhance- 
ments such as animated crowds 
which follow the action — loads of 
digitised cheers, boos, applause and 
chants, On the graphics side, FIFA 



I don't know which teams are 
playing here, but I'll bet that the 
reds must be Swindon. Which 
other team would employ a 
tjojlie who falls asleep in his 
goal? Either that or EA's having a 
laugh at our expense. 
Incidentally, when your 
controlled player (marked with a 
star) runs off-screen, a nice little 
coloured arrow points helpfully 
in his direction 
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The classic 
games which 

inspired us 
were Sensible 

Soccer, and 
Commodore's 
International 
Soccer on the 

C64 55 

Mkk Gokfcworthy, 
Assistant Producer RFA 

fnternatfona/ Soccer features lifelike 
player animations, with over 2,000 
frames of animation." 

To fit in with the World Cup 
theme — after all, it would be sui- 
cidal not to at this time of year — EA 
has included enough teams, playing 
styles and actual players to match 



because they are all in there, but we 
reckon that FiFA has made a name 
for itself and will sell on that 
strength alone." 

To strengthen that er... strength, 
so to speak, an area which EA is cur- 
rently exploring is product place- 
ment. This is the concept of putting 
product names in games to adver- 
tise related goods. "We've managed 
to get a few sponsors in for the 
Amiga game," says Nick. "Compa- 
nies like Panasonic and Adidas will 
all have their graphics in there, 
which is something that didn't hap- 
pen with the console versions. 
We've only just thought of it, to be 
honest, and it's going into the PC 
one ds well." 

Apparently, this is something 
we're likely to see in almost all EA 
games in the future: "We've even 
got one in 7"neme Park," he says. 
"The people in the intro animation 
are sitting on the Midland Bank 
sofa. These companies see EA as a 
major developer, you see, and occa- 
sionally they come to us and ask us 
about a deal; although we now go 
out and look for one as well." 

BACK TO BASICS 

One of the original briefs of the FIFA 
Soccer design was to make it simple 
to play. So many footy games which 
are released nowadays are difficult 
to play at first — even Sensible — 
and so tend to put some gamers off . 
Because of that, FIFA was made easy 
from the outset: "I like to think that 
people can just pick it up and play," 
says Nick. "Some of the extra moves 
are difficult to master, but from the 
outset people should find just mov- 
ing around and kicking the ball pret- 
ty intuitive. It can be played that 
way, on the most basic level., but 
then as you get better at it you 
should hopefully pick up the other 
combination moves naturally. At 
least, that's the plan!" he laughs. 

Because it's easy to control, 
though, does Nkk not feel that 
hardened players might want a 




more diffkutt — and perhaps there- 
fore flexible — method of control? 
"\ think that the more formidable 
teams such as Germany and Holland 
will offer new challenges. That's not 
just PR-speakj I just mean that when 
you're playing the more, ah, bask 
teams, you tend not to use some of 
the more complex moves anyway. 
So, they're better for beginners, and 
if you play it then keep Germany 
until last! In a tournament that hap- 
pens anyway, of course." 

As with Desert Strike, EA is to 
include an option to use the Sega joy- 




ICON DO THAT 

Because FIFA was. developed 
on the consoles, you tend to 
find that anything that can be 
illustrated is illustrated, and 

tewt is kept to a minimum. 

Which is how it should be, 
seme might say, FtFA'i setup 
options are really simple to 
follow, because each selection 
is accompanied by a good dia- 
gram showing you what's 
going on. 

There are three main 
options to govern what your 
team looks like on the field, 
Formation is the position of 
each player; midfielders, 
defenders, strikers; Strategy 
tells the Amiga which type of, 
er, strategy your team should 
play — All-out attack. All-out 
defend, and other things in 
the middle- Formation is the 
most interesting, enabling you 
to dictate how much of the 
field each member of the 
squad should cover. Pretty 
iJiimn useful, eh? 
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Goal Keepers Computer 



There are several modes of play in FIFA, including Arcade and 
Simulation modes, With Simulation mode the players get tired as In 
real-lite, and you need to substitute them. In Arcade this doesn't mat- 
ter, because each player is as fresh as a daisy at the end of a game, 
"Also, you can select computer gpalies or control them yourself. But if 
you play it like I do, you tend to find that you let in a silly number of 
goals," says Nick, laughing. 




pad with FIFA, so you can make use 
of the extra buttons, "Obviously not 
many Amiga owners have access to 
joy pads, but we got a good 
response from Desert Strike. We 
thought of using the space bar to 
select players, but nobody really likes 
using the keyboard during a game." 
Although it hasn't released much 
lately, EA Sports is certainly no 
stranger to the Amiga. Veteran 
gamers, and indeed budget-buyers, 
will probably recognise the names 
PGA Tour Golf and John Madden's 
Football, two all-time classic sports 
sims which people drone on about 
in the pub today. Is EA conscious 
that every game has to be a classic 
from now on, to prolong the series? 
Does it, in short, feel the pressure? 
"With all the different format mar- 
kets, you have to have a really top- 
quality product in order for it to do 
well," Nick tells us. 

"Games with a big licence sell in 
great numbers, but for classic sales 
you need a classic game/' he con- 
tinues. "WittUonn Madden we tried 
to put in as many little touches as 
we could to make it more realistic, 
and our playtesters still really love 
playing it. The PGA team did Desert 
Strike as welt, and if you compare 
those games with the Sega titles 
you find they're quite different — 
even though the main game is 
essentially the same 

"We are conscious that with all 
the footy games currently around 
on the Amiga, we've really got to 
work hard to make FIFA stand out 
from the rest. We're lucky in that 
there's a bunch of good people 
working on it, who are very inter- 
ested in the game and they want 
their baby to succeed." 




READY TO PULL 
OUT? 

"Sega and 5NE5, sales of FIFA will 
soon total over a million copies 
worldwide," Nick says complacent- 
ly, A million copies: that's like, four 
times the total sales of Sensible 
Soccer on the computer formats; 
and a hundred times the average 
sales of a computer game. Natural- 
ly, with sales of that magnitude 
they're expecting great things of 
the Amiga version. 

'Syndicate and Desert Strike 
were EA's latest big hits on the 
Amiga, of course,'" Nick enthuses. 
"They proved that the Amiga can 
still make it with cool graphics, 
sound and very playable games. 
With the success of FIFA on the con- 
soles I'm sure that Amiga FIFA will 
exceed our expectations." 

Not bad, coming from a compa- 
ny which, just a year ago, were 
ready to pull out of the Amiga mar- 
ket because of apparently dwin- 
dling sales, So what's changed? 

"Well, we're not too sure what to 
do with the Amiga conversions 
from now on, to be honest- We've 
been slowing down on the Amiga 
for a year or so, but we've got a few 
titles coming out yet, It mainly has 
to do with the sales of Amiga FIFA 
— if that does well, then obviously 
well look to develop further EA 
Sports titles on the Amiga as well- 
It's not only Amiga sales that are 
dwindling, mind; sales on every 
machine aren't as good as they 
used to be, consoles included. 
Taken as a worldwide issue, the PC 
Is taking off much faster than any- 
thing else; and that's why we're 
concentrating on that." 



When you look at the breakdown 
'of the latest UK sales figures, 
though, you can see that Amiga 
sales account for double that of PC, 
And even CD32 weighs in signifi- 
cantly higher than PC CD-ROM. 
Doesn't that make a difference in 
the UK market? "I think that's part- 
ly because most of the games 
which are coming out on the Amiga 
now are very strong titles, and so 
obviously they're going to sell a lot 
more." 

TRUE WORK OF ART 

"We're uncertain at this stage what 
the next EA Sports release will be, 
after FIFA Soccer," Nick admits. "EA 
Hockey would be an obvious choice 
— I'm surprised that it hasn't come 
out so far. If FIFA does well, then 
the chances are. we'll release FIFA 2, 
which is a likely console release 
soon. That will have much more 
moves, you can put your names in, 
there are better leagues., er, it may 



Yep, that's Fearer Qigby, all 
right. He's woken up now, hav- 
ing let through the 1 00th goal 
of the season. Hell, I know this 
is a pre-release version, but 
surely a lone striker breaking 
through sis defenders and stor- 
ing has got to be unusual. 
Maybe the balance will be a bit 
better in the final game. 



our American HQ. It partly depends 
on whether a game can physically 
be converted or not. Converting 
something like Bullfrog's rVfag/c Car- 
pet or Creation to the standard 
Amiga would be very difficult — 
impossible, even — but Theme Park 
was okay so they are doing that. 

"We've got some other stuff as 
well. There's a W$rhammer licence, 
which is like a racing game, coming 
out on the Amiga shortly. So, if a 
game can be converted quickly and 
painlessly, then the chances are it 
will appear on the Amiga" And if 
that means that any of EA's recent 
releases are planned for the Amiga, 
then we should be in for a few 
treats yet. Hurrah! 




even have some management bits. 
That's all to he announced, though, 
because we haven't actually decid- 
ed anything firm. 

"Electronic Arts is releasing other 
new Amiga products this year, 
though, including Theme Park from 
Bullfrog and Deluxe Paint 5 from 



FIFA is rather unusual in that it 
doesn't only enable you to 
select the length of your goal- 
kicks, throw- ins and corners, but 
also their position relative to 
the pitch. The *arge square here 
is the cursor which you can 
scroll across the entire field; 
while the thumbnail in the top 
right shows the player under 
your control i 





"Th« angle FIFA was designed at," Nick reckons, "makes it easy to see 
exactly where all of your players are. That way w« didn't need to include a 
radar, something which most people find confusing at best. And even when 
your controlled player moves off-screen, a little arrow appears to tell you 
where he is." Thought of everything, it seems. Tsk, 




Although it's not strictly a World 
Cup-based game, you'll find that all 
the World Cup teams are In there 
anyway because FIFA represents, er, 
FIFA, football's 'governing body. As 
Nick explains: "There are 48 national 
teams in our game, each with unique 
playing styles. To add to that, there 
are over 900 lifelike players, each 
modelled in one of 14 different skill 
areas." Should be fairly comprehen- 
sive, then 



Ah, FtFA looks so realistic you can 
almost feel the lump in the back of 
your throat as your man scores. (Or 
the lump as one of the away 
supporters cracks you over the head 
with a rattle, if you live in a particu- 
larly violent household). You'll he 
glad to know there's none of this 
cuddling and pile -on nonsense, 
though — a swift run towards the 
crowd with his fists clenched is good 
enough for our fella. 




Even though it's pretty easy to con- 
trol the basic kicking and heading of 
the ball, after a while you can build- 
up further skills. And, thankfully, 
there are plenty of them — some 
gimmicky, some useful. Here's a guy 
keeping a ball bouncing on his head, 
away from the marauding striker. 
Hey, of course we know it's a diffi- 
cult thing to do, but you can do it 
with practice. Honest. 



Obviously with a printed screen it's 
difficult to rustle up any enthusiasm 
for the animation. Although the 
sprites do occasionally suffer from 
the "Michael Jackson effect," {walk- 
ing and running on the spot] these 
are probably the most realistic play- 
ers we've seen yet. Even the net ani- 
mates, bouncing in and out when it's 
hit by a ball. Who says The One 
doesn't give you any facts? 



YOU'RE NOT 

SINGING 

ANYMORE... 

All football teams have the unsung 
heroes; defenders who work hard 
but are overshadowed by hat-trick- 
scoring strikers, and back-room 
boys who get the players ready for 
their games, On the FIFA footy 
field, though, the unsung heroes 
have to be the crowd. All through 
the game they're get up from their 
seats, wave rattles around, boo, 
chant — just like a real crowd 
should. Using a clever effect involv- 
ing repeating several sections of 
the crowd, EA has made it look as 
though each spectator moves indi- 





vidually. Here you can only see a 
small part, but see if you can spot 
the same bloke twice. Difficult, 
isn't it? 



THE MANAGER 

THE ULTIMATE FOOTBALL MANAGEMENT 
SIMULATION FOR YOUR AMIGA 




$el?ct your team and play the transfer market using real player data to make 
your decision. Unique tactical section enabales you to have total control of 
individual players. Change your tactics during the game using the unique 
preset tactical options-should yoit hold onto that one goal lead or go for 
another? Review the comprehensive and detailed statistics to plan your 
progress when yoti need to. 



Organise your coaching and training. Get your scouts "on f ha ground" 
invest in your youth ream and nurse your injury list back to full fitness- 
Seiact the best backroom staff to maximise your team's performance. 

Deal with tuft post-match newspaper reports on your performance- 
Take tough decisions, deal with your chairman, sponsors and fans. 

wnet BUBflVOOOMefln 

Negotiate your contract, look after yourself and make sura your're 
the} boss of your own destiny 

You're a 35 year old naw boy ■ how long is it going to fat* you to gat pro- 
motion, fill your trophy cabinet and build a dynasty. Vour tima is up after 
30 seasons at the top. 

We have managed to create an ultra advanced 

ARTIFICIAL INTEUJGEfllCE simulation of gamaplay and player decisions. 
Relive the superb animated highlights of goals, saves and infuries- 
Everylhing you get in any other management simulation and more. 



YOU MANA 
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Amiga version available in Mid June 

RRPE23.9S. 
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Wlatt Broughton witnessed a disturbing scene the other day. 
While driving through Barking, he came across a group of 
children standing around a tree, hitting it with steel bars for 
no apparent reason. Perhaps there is a point to be made 
about mindless violence in games after all... 
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ave you ever wondered 
exactly what the software 
company PR people do? I 
realise that a targe proportion of 
their time is spent in the incredibly 
important activity that we know 
simply as 'taking us out for some 
lunch and a beer', but there are 
only so many times you can get 
away with that, so what do they do 
for the rest of the time? 

As an example, Nick Clarkson 
from Ocean came round to show 
me Kid Vicious, but when I asked 
about the storyline he told me that 
he had to go back to the office and 
think it up with 'some friends of 
his'. Okay, I thought an intelligent 
bloke like Nick should be able to 
come up with something pretty 
good; let's see what he produces. 
Having given Nick some three 
days to ponder over this awesome 
task, I called up to see what the 
final in-depth plot was. Are you 
ready? Right... 

"Er well, what we reckon is that 
Kid Vicious is a sort of caveman 
who's accidentally been caught up 
in a sort of vortex thing and now 
has to get through lots or really 
strange, er... levels if he ever wants 
to get home." Right. I see. So what 
about the fact that your 'caveman' 
is wearing a shirt and trousers? 

"Ah yes. Well the thing is, we 
reckon that there were probably 
lots of other things in the vortex as 
well. Some of which were shirts and 
trousers," Okay. And Kid is defi- 
nitely a caveman, yes? "Oh yes. 
That's why he's got a club " 

Hmm. Have you ever wondered 
exactly what the software compa- 
ny PR people do? 



PROJECT: Kid Vicious 
PUBLISHER: Ocean 
DEVELOPER: Magnetic Fields; 
Andrew Morris (Design Graphics) 
Shaun Southern 

(Program ming/FX), Peter Ligget 
(Testing, FX) Pipe Smoker's Cough 
(Music) Doug Bra is by (Business 
Side of Things). 
INITIATED: August 1991 
RELEASE: August 1994 
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When Kid Vkious Isn't busy 
bashing things with his club 
(which might I remind you is 
the only pathetic liftk to Nick 
Clarkson s tenuous storyline) 
he likes to indulge in some spin- 
ning j apery. By running at speed 
and pulling down on the 
joystick, Kid goes into a violent 
pirouette, trashing anything in 
his path, Oh look, here in the 
middle of Toxic Land, he seems 
to have found a stone pig (who, 

thankfully, has nothing te d* 

with Bjork). 



HIT ME 

Well there's only one thing to 
do in a situation like this 
and that's to go straight 
to the developer. And so, 
may I introduce you to 
Andrew Morris, design- 
er and graphic artist 
from the Magnetic 
Fields stab ie. Perhaps 
he can tell us the idea 
behind the game... 

"We basically want- 
ed to produce a really really good 
platform game — better than any- 
thing that's been around before. 
We've looked at 
lots of similar 
games — which 
is something we 
did with racing 
games when we 
were writing 
Lotus — and tried 
to pick the things 
we liked best, 
and incorporate 
them into Kid 
Vicious." 

I don't know, 
but Kid Vicious 
appears at first 
glance to be fairly standard platform 
fare, with lots of 'bits' to be collect- 
ed, creatures to be clubbed, and 
platforms to be negotiated. So, to be 
blunt, what does Mag Fields think 
makes Kid Vicious that bit special? 
"Well, it's very very fast- I think 
it's faster than anything else that's 
been on the Amiga before, and I 
think that the game Is very novel 
overall, There's also loads of stuff in 
there. The game's going on four 
disks, and that's without any flashy 




intros or anything — it's just four 
disks of game with a title screen 
This is really down to the levels 
because they're just huge, they're a I 
over 200 screens in size, with each 
level taking about two weeks to 
design — and we've been constant- 
ly going back to them, tweaking and 
improving them along the way." 

Andrew's not kidding when he 
says it's fast — it flashes past the 
screen, complete with (and 1 don't 
think I'm wrong here) animated 
parallax backgrounds. How's that 
done, then? 

"Ah, this is a technical advance- 
ment that we're very proud of. No- 
one has done anything like this 
before on an ordinary Amiga. We've 
used all sorts of clever tricks to get 
the background parallax looking as 
good as it does. It's very very diffi- 
cult, and we're very pleased with 
it". Oh I See. Glad I asked- Hope 
Andrew wasn't too technical for 
you there." 

LEVEL HEADED 

Each level plays in a different way 
Some are pure racing where you 
have to get across the level within a 
very tight time limit, whereas there 
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It's a well known fact that programmer* take each other's work apart 
whenever they came across something truly dazzling, and you tan 
bet your mother's bottom that Kid Vicious' parallax will be subject to 
quite a bit of the aforementioned activity once you see it moving. 
Though it's, hard to describe with just a static screen, you have to 
realise that both the pumps in the foreground (the little brown ones) 
and the pumps in the background (the big blue ones) are animating, 
Of course what really impresses is the fact that the blue ones are al*o 
'parallajeing' while they animate. This might not sound incredible, but 
when you see it, you'll recognise this for the clever tweakery that it 
truly is. 



are others where you've got search 
for thing like blazes, There are also 
levels with puzzles, switches, 
mazes etc, Mag Fields is hoping to 
get all the levels playing in a dif- 
ferent way to improve the longevi- 
ty, They've also opted to end each 
level in a less than traditional way, 
replacing the now familiar "huge 
monster banana' with a sub-game, 
"We wanted to get away from 
the 'Big Meanie' at the end of the 
level" Andrew explains, "we 
thought that sub-games would be 
a lot more interesting. There's a 
Space Invaders game, a sort of 
Asteroids affair where rocks fall 
down an you, there's a Breakout 
game, and there's another shooting 
game where you have to blow away 
a platform along the top of the 
screen while birds shi..., er shoot 
droppings at you from above." 

PROBLEM CHILD II 

The main problem with Kid Vicious' 
programming was that the team 
underestimated how long it would 
take to write a game like this. 
"Originally we thought it wouldn't 
take more than a year, but just 
designing the levels has taken 
something like seven or eight 
months — that's just putting the 
blocks together, never mind the 
graphics! We've had someone in 
testing it since it's been playable, 
because there's an awful amount to 
test with something this big and 
there are so many things that can 
go wrong. Peter's been playing it 
for a good nine months now." 



£ £ We basically 
wanted a really 
really good plat- 
form game — 
better than any- 
thing that had 
been around 
before. ■ ■ 

Andrew Morris 
Magnetic Fields 

Graphically, the game has 
turned out how Andrew had hoped 
for (all 5000K of it), with a style not 
too cute, and not too hard. A1 ZOO 
and CD32 enhanced versions will 
follow on shortly, and Andrew 
hopes that both will be an 
improvement on the one before 
(I,*, the A1200 version improves 
upon the standard, and the 
CD32 version improves ^^^^ 
again upon that). 

"Basically we 
improve the for 
eg round graphics 
and make them 
a lot more 
colourful. 
There'll be ful 
speech in the 
game as well. 
It'll work a lot 
quicker, and 
the CD version 
will have full 



CD soundtracks as well." The stan- 
dard version is scheduled for an 
August release, but Andrew reck- 
ons that there's only about anoth- 
er week's worth of work to be 
completed now. 

"We're just finishing the last lev- 
els now — putting scenery in and 
so on. Other than that, it's finished 
bar the title screen and a few other 
bits and pieces." 

The game originally featured a 
sort of fox character and was called 
'Kit Vicious', but it was felt that 
there were too many 
similarities to a cer- 
tain hedgehog. 
Other than that, the 
design has remained 
much the same from 
start to finish, 

"It has come out 
pretty much as I 
wanted it to, Going 
back to when we 
started, this is how I 
saw it ending." 

Having been 

working on this pro- 
ject for the last two 
years, Andrew has 
no plans for a 
sequel, and intends 
to take a long, long 
rest. He's earned it. 



e of Chaos Frt gine 
for same reason, the levels are 
concluded with a debriefing, 
showing how many baddies 
you've dispatched, how many 
apples you've collected, haw 
many... oh, just look at the 
screens hot, would you! You're 
given a target level at trie begin- 
ning of the level (well you can't 
have a debriefing without a 
briefing, can you?) all presented 
in 'Wooden -frame-O-vi si on'. 
Andrew explains: "In some ways 
this style came to us from iotas, 
because we always used briefing 
screens. We've also done some- 
thing similar in the past with 
Super Cars, so it just appeared 
in Kief Vicioiii because it's some' 
thing we've always done," 




Here are just 

found in Kid Vicious, and though root exactty 

breaking any new ground as far as originality 

goes, are always welcome in my house if only 

to break the game play up a bit. The shooting 
gallery is the last level in the toy factory (and 
might I once again draw your attention to 
the gorgeous animating parallax pumps in 
the background} while the Space invaders 
appear half way through one of the earlier 
levels — complete with the original samples. 
Ah, the pungent smell of nostalgia 
>ps through my nostrils... 
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Buckle-up, dear readers, as the automotively-challenged Simon 
Byron zooms into the sunset in Gremlin's super-ch arged AC A road 
racer. Because he can't afford a real car. 



If there's one software company 
that springs to mind whenever 
you think about driving games, 
it's Gremlin- Its phenomenal Lotus 
trio are still regarded by many as the 
best of the bunch. Some would go 
so far as to say that the latest, Lotus 
J, was all-taut perfect and took the 
genre as far as it is possible to go 
without actually getting behind the 
wheel of the real thing. It seems this 
view is shared by Magnetic Fields, 
the developer, because it's turned its 
attentions to the ever-dwindling 
platform scene with Kid Vicious [also 
previewed this month). 

Gremlin, however, thinks there is 
still some mileage to be squeezed 
out of the old-fashioned racer — and 
why not? With games such as Bump 
'n' Burn and Lamborghini still scor- 
ing well, it's obvious to all that slick 
ear games sell. 

Top Gear 2, then, is a conversion 
of the similarly-titled SNES game 
which, one presumes, is the follow- 
up to Top Gear 1 , It's an out-and-out 
racer with no comic characters or 
humourous pick-ups, content instead 
to emulate the adrenaline- pumping 
speed of an, erm. .. very fast car. 
Okay, so I'm crap at car facts but so 
what? It doesn't make me a girl, 
does it? Although the fact that I 
enjoy dressing up Barbie and Sindy 
might Anyway... 

Mike Chitton is the guy with his 



PROJECT: Top Gear 2 
PUBLISHER: Gremlin 
DEVELOPER; In-House; Hike 
Chilton (Conversion Programming 
INITIATED: October 1991 
RELEASE: August 1994 

One of the major headaches in 
writing a driving game is coming up 
with a 3D routine. Thankfully — for 
Mike at least — the SNES's was fairly 
slick and has been winched across the 
pits in all its glory . 
"The sprites aren't 
scaled in real- 
time," he admits, 
"so there are hun- 
dreds of anima- 
tion frames stored 
in memory. As an 
object moves 
towards you, it's 
replaced by a big- 
ger sprite, giving 
the impression 
that it's getting 
larger. It's an old 
coding trick," 

Top Gear 2 is 
shaping up to be 
one of the most 
attractive Amiga racers, if nothing 



head under the bo+inet. He's single else. Because the game is leading on 

' 32bit owners can look 



W 



handedly taking the cods from the 
Nintendo console, cleaning it up and 
placing it gently into the Amiga. The 
A 1 2 0oTMSt4te"f Irst Commodore 
machine to be graced with the 
game, with CD32 and A500 versions 
following slightly later. 

Converting Top Gear 2 is relatively 
easy. "I'm having to slightly tweak the 
code," Mike reveals, "to allow for the 
fact that the Amiga has a larger 
screen than the SNES. But apart 
from that, the game will be iden- 
tical to the SNES version." 



the A1200, 

forward to the most on-screen 
colours ever seen in a driving game. 
"Of course, CM have to reduce the 
amount of colours on the A500," 
shrugs Mike, "in order to keep the 
speed up/' 

Ah yes; speed, The one thing 
which will make or break a driving 
game. It doesn't matter a jot if a 
racer looks as attractive as Elizabeth 
Hurley in That Dress — if it plays like 
a dog then no-one's going to be the 
slightest bit interested. 




"It's currently running in three 
frames," Mike reveals. If, like me, 
you are a bit of a layman when it 
comes to technical terms, let me 
explain further On an English TV set, 
the screen updates 50 times a sec- 
ond, so a game running at 'one 
frame' will update 50 times a sec- 
ond. Top Gear 2 currently updates 
every third frame out of 50, or just 
under 17 times a second. Which is 
quite fast- 
Top Gear 2 will feature 64 tracks 
across 16 countries, along with all 
the usual weather effects we've 
come to know and love. But you'll 



need a keen brain as well as fast 
reactions in order to succeed, as each 
course requires a different car set-up 
You'll need to experiment with tyres, 
engines and gearboxes in order to 
achieve the perfect combination. 

Does this sound like your cup of 
tea? Well, you'll be able to see 
whether it's ours when we road-test 
Top Gear 2 next month. 
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This is 
your foe 



You must 
stop him 



Others 
ave tried 



None have 
returned 
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Damn! We're all out of the World Cup. Mind you Millennium 

has an interesting suggestion. Why not relive the qualifiers, 

but this time arm the teams with guns, knives and stuff? Hey, 

eat lead, Koeman you cheating piece of Gouda! Allegedly. 

Over to lohn Andy Nuttall Motson. 



o 



Thanks Des. We rejoin the 
action as England line up for 
a free-kick, just inside the 
half-way line. Ince steps up to the 
ball. He takes it long; and Flatty's 
making one of his surging runs into 
the box,.. Oh, and his head's come 
off! Neville Southall, the Welsh keep- 
er, has punched David Piatt's head 
dean off! There's pandemonium 
here now... The enraged England 
players are pulling out their shoot- 
ers, Rushie's got a Sherman Tank! 
And now there can only be one out- 
come. . . 

BBC2's Goal TV was on the telly 
this evening and I had chance to 
watch (again) the disgraceful "foot- 
ball" match between Chile and Italy 
in the 1962 World Cup. If you think 
my opening paragraph was ridicu- 
lous {no, not ridiculous, Andy, sim- 
ply unfunny— Simon.), then I 
urge you to watch the '62 game 
— suddenly it becomes believ- 



able. Player's legs 
chopped out from 
under them -af all 
angles by obscene- 
ly wayward tackles: 
fisticuffs, petty 
scrabbles, hand- 
bags at dawn; and 
for the coup de 
grace a high tackle 
of such crazy altitude 
that the offender's studs 
made contact with the 
back of his opponent's head, knock- 
ing him out cold. I kid you not. 

If this sounds interesting (you 
sick, sick people) and if you missed 
Goal TV then maybe you should take 
a look at the next in Millennium's 
Brutal Sports series: Wild Cup Soc- 
cer. It's just like any pther soccer 
game: 11 players a side trying to 
boot the ball into each others' net. 
The difference here, as Brutal Sports 
Football fans will already know, is 
that your players have the perfect 
right; nay, the obligation, to punch, 
kick, maim and kill as many of the 
opposing team as possible, Nice, 

The management options are as 
normal; and player trading is com- 
monplace. In the Brutal world, 
though, the team manager also has 
to budget for the cost of arming his 
team: guns, broadswords and 
shields are as important for the play- 
ers as three Shredded Wheat for 
breakfast. Ho, Ho! 

"Compared to this, Brutai Foot- 
ball was a much more primitive 
game." Keith Smith, Marketing and 
PR Manager for Millennium, seems 



PROJECT: Wild Cup Soccer 
'PUBLISHER: Millennium 
DEVELOPER: Teque London 
INITIATED: February I9M 
RELEASE: June 1994 



American Football, whereas 
Cup Soccer is concerned with tradi- 
tional Association Footy.] 

"People are used to seeing and 
playing football games from this 
sort of viewpoint, anyway," contin- 
ues Keith. "We basically went with it 
because it was more realistic." 

Millennium has very little time to 




pretty chuffed with Wild Cup Soccer. 
"For a start, the viewpoint has 
changed — it's now isometric 3D, It's 
impossible to do a game involving 
so many extra, ah, features (read: 
weapons — Andy], using the side-to- 
side view- I think originally the 
designers of football just thought it 
was easier to have a pitch that 
scrolled from left to right, to keep it 
as simple as possible — after all, it 
was originally being designed for the 
Mega Drive." 

[I think at this point it's worth 
pointing out that 'Football', as in 
Brutal Sports Football, is based on 



build up hype for Wild Cup- The 
company's goal is to release it in 
time for the World Cup, which at the 
time of writing is a matter of weeks 
away, so they're intending to rush 
it out in half the time it takes for a 
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usual game?. "We're confident that 
it's a very good game, though," 
Keith tells us. "We're not into releas- 
ing a sub-standard game just so that 
it sells. It's simply that we knew we 
could get it finished and polished, 
and get it out there quickly. We're in 
a lucky/ position in a way, because 
we can build on the success of Bru- 
tal Football " 

BRUTAL KNITTING 

So why not call it Brutal Sports Soc- 
cer, then? "Basically because we can't 
use the word 'Brutal' in Germany," 
says Keith. "Over there it's a very sin- 
ister word, meaning sadistic, which is 
obviously not what we want! {laughsj 
So. we had to call it [puts on a 
"wacky" accent] 'Crazy Football'." 

With Wild Cup Soccer Only in pro- 
duction for a few months now, it's 
apparent that Millennium has taken 
a good look at the other footy prod- 
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ucts (Dining out in the next few 
months. Rather than copying them, 
and perhaps buying up some huge 
licence, Millennium is thumbing its 
nose at them and hoping that the 
mickey-taking will work, 

"We've got to think about the 
retail side as well, you see," explains 
Keith. "If retailers are being bom- 
barded with 10 or lb football sims, 
nobody's going to buy them ail- 
About five of them are going to sell 
really well: the elite of the football 
games, really.jg 

"At the end of the day we just 
want to take the mickey out of the 
other football games, For an exam- 
ple of how seriously we're taking it 
all, we were originally going to call 
it "Senseless Soccer', But, at the end 
of the day, the Wild Cup tag says it 
ill. really. It's the closest you can 
come to 'World Cup' without 
infringing any copyrights — unless 
you call it 'Odd Cup', Or something/' 
Er, yes, quite. 

Fans of Brutal Sports Football will 
be pleased to know that Millennium 
is using some of the better features 
from the original game in Wittt Cup; 
not least of all in producing another 
excellent rock soundtrack. "On the 



C032 version we're going to put 
down another crazy rock track," 
Keith tells us, "because the last one 
was just so outrageously loud it was 
well worth doing. The punters love 
it, as well, so that gives us a good 
excuse to go into the studio again 
and raise some hell." 

As you would imagine, the Brutal 
Sports Series is unlikely to end here, 
after Just two releases. Millennium 
has a number of ideas up its sleeves, 
many of them unlikely — but then 
again, before this, who would have 
considered a football game with 
guns? "We reckon that Brutal Golf 
would be an ideal next game," says 
Keith. "Either that or tennis." Ten- 
nis? Jesus, "Hockey would be a 
good one too, because that's quite 
a brutal game anyway. Hell, I know 
that's been done before on the con- 
soles, but I think we could make it 
even more juicy. 

"Who cartway, though?" Keith 
continues with some relish. "Our 
sports series might not 
have its branding in Ger- 
many, but everywhere else 
people know and recognise 
It as Brutal. So. we'll just 
look at other games as 
they come along, ,and 
decide whether they're 
worth trying to do. It 
yvould be funny to do a 
kind of Brutal Road Rash, 
of something, taking it a 
stage further. Brutal Bas- 
keUh'iil would be a laugh as 
well. I'm sure." 

' I recKon $/il(f Cup 5occer wi 1 1 pro- 
vide a mucft-needed break from the 
mwe.'er, traditional footy games 
that are to be released in the next 
few months. It's much stronger and 
even less tasteful than Football, 
which bodes, ah, interestingly for 
the future games in the series, and 
will probably annoy lots of MPs and 
pious parents. As with games such 
as Syndicate and Cannon Fodder, 
though, the aggressive side of the 
game doesn't bring out aggression 
in the player. Rather, it arts as a ten- 
sion release. Played as a tournament 
with more than one player there's 
unlikely to be a better way of sort- 
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ing out any domestic disputes. So, 
all you concerned citizens tut -tutting 
at the screenshots, don't worry, — 
it's only a. game after all! 

Wild Cup Soccer is to be released 
on the A500 and CD32 simultane- 
ously on June 30th, with the distinct 
possibility of an Al2Q0-specific ver- 
sion following close behind. 
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WORLD CUP 
SOCCER STAR 

Soccer Star/ Kom part 



I give up. I really do. I mean I'm 
generally a subtle sort of bloke, 
but over the last few months I've 
tried my best to hint that I don't 
want any more football games. 
Please. But wait... what is this that 
hath appeared upon mv crimson 
desk of love? Why, yes, I do believe 
it's yet another footy game. How 
super. How 'original'. And, how 
bloody predictable. 

Worfcf Cup Soccer Stars originally 
appeared a few months back, but 
I've since received an updated ver- 
sion which is slightly more finished. 
So let's have a little look, shall we? 

What can I tell you about WCSS 
that you can't guess for yourself? 
Well, you have all the standard 
options such as weather conditions, 
length of game, pitch condition, 
aftertouch control etc, as well as 
being able to enters 24 team World 
Cup competition or a 16 team 
league competition, choosing from 
the 100 teams on offer. Ali of the 
player names and statistics are com- 
plete, but there is an editing facility 
should you feel the need to invent 
your own teams. 

Once you're into the competition 
itself, you're presented with the 
option to play as any of the teams 
competing. If you don't fancy that, 
you can either opt to watch the com- 
puter play the game out, or just to 
be presented with the results. You 
also receive the standard statistical 
info at the end of each match, show- 
ing possessions, bookings etc. 
The games themselves are reminis- 
cent of Kick Off 2, with an overhead 
view and a shadowed ball. The con- 
trol of the players is nothing espe- 
cially stunning, but it's fair enough 
to allow some decent gameplay. If 
you have any players near the ball 
but off the screen, a tiny 'bloke' will 
appear around the edge of the piay 







area, allowing you to effectively con- 
trol where he'll appear once he's in 
range. 

Kompart has only just recently 
become involved with this project, 
and the programmers are keen to 
point out that a new graphic artist 
will be stepping in to improve the 
graphics shown here, Er, other than 
that, I'm afraid I'm running out of 
things to say about football games, 
but if you can hang on for a few 
months, you'll be able to think 
things up for yourselves I 
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SOCCER 
SUPERSTARS 



Flair 





ang on.., Soccer 
Stars. Soccer Super- 
stars, Soccer Stars, 
Soccer Super Stars. There's 
a bit of a pattern forming 
here. What's the third Mini 
WiP going to be? Sup&rStar 
Soccer Star Stars? Bloody 
hell — some people just 
don't know when to quit, 
do they? 

Anyway, Flair is proud to present 
what it says will ". ..surely be one of 
the most advanced and playable 
soccer games yet." Oh realty. No, 
you don't say. Well I've given every- 
body else the benefit of the doubt, 
so what does this particular soccer 
offering have to, er... offer? 

Well, funnily enough, it features 
all of the teams in the World Cup 
(quelle surprise), not to mention the 
non-qualifiers such as useless Eng- 
land, floppy France and dodgy Den- 
mark. This is a nice option as it 
allows you to set up your awn 
spazzy football challenges. 

Apparently, Flair has been pro- 
gramming in conjunction with a 
major statistical research pro- 
gramme carried out by their devel- 
opment team, and 
therefore hope to pro- 
vide the most realistic 
game as far as the abil- 
ities and characteristics 
of both the squads and 
their individual super- 
star players go. 

Presentation wise, 
Flair is promising a 
"breakthrough to a 
new generation of soc- 
cer games" using new 
techniques including 
3D modelling, Roto- 
scoped animations, 
and interactive voice- 
over commentary. The 
game is also sponsored 



by Mitre (purveyors of fine quality 
football items) and free football 
offers are included in the package 
(ooeeyy! Whatever that means,) 

The normal list of features and 
options such as set-piece forma- 
tions, physiotherapy, team editing 
etc, come with the game, but spe- 
cial ones worth mentioning are 
Power Zone*, play system (oh?), a 
new Power Bar© 'shot-strength- 
ometer', plus real and fantasy tour- 
nament mode. I'd love to tell you 
more about these features, but see- 
ing as though Flair didn't tell me, it's 
going to be quite hard, isn't it? 

Anyway, Soccer Superstars will 
be released within the next few 
months for twenty five pounds and 
ninety nine pence. 
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5ome companies just 
don't know when to 
stop, do they? I mean, 
tot content with having pro- 
ided us with one of the most 
njoyable two- player games 
mr, the team behind Micro 
Machine* has decided to pre- 
ent us with Psycho Pinball — 
md I quote "the most out- 
tanding pinball game ever", 
'robably. Hmmm... 

In honesty, this seems bit 
if a bold statement to make.. 
md as Ultimate Pinball Quest 
las already shown {page 66) 
t's going to take quite a bit 
o knock the likes of Pinball 
>r earns and Pinball fantasies 
iff their top spot. 

There are five different 
able* to play on, each with 
ti own theme, and each 
vith the odd sub-game or 
wo; accessed by the normal 
let of lighting specific lights 
md entering target areas on 
he table. 

Although the blurb 
iromises the best ball routine 
iver written (including three- 
>all collisions — "newer seen 
icfore on a pinball game", 
ipparently) you don't actual- 
y have a ball, but an armour- 
plated armadillo called Psy- 
:ho. Obviously. 

It's down to you to shoot 
■sycho around the various 
ables, completing the 
quests' that accompany each one. 
•hoot him into the Wild West table 
md direct the dashing desperado 
o jail and bust out his partners. 
Hast astronaut Psycho off into 
pace and moonwalk your way 
iround the Moonbase table, rico- 
heting off the bumpers and into 
iark tunnels of discovery. I think 
'ou get the point. 

Psycho Pinball has been in devel- 
tpment for the last 
hree years, and 
vith up to four 
■layers, tons of diff- 
erent tables, and 
>ver 100 features 
>n every table, it 
oaks to be a jolly 
lecent contender. 
Uid don't I sound 
ust like a press 
el ease I Anyway, 
ust wait until 
November and 

(qu'II be able to 
lecide for yourself. 
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IS IN YOUR HANDS 



Manager 



The Most Sophisticated 



and realistic Football 
Management Simulation hwamwd. Tacked Manager 
actually plays each match ball by ball - you cari 
Intmupi Wry match in real time and adapt you' slralejy 
according lo your tean'i strength, tactics, fielding and 
the run of the game. 

in ihe national and international transfer 
markets selecting from 3740 real footballers and 
41640 real player parameters to build youi ideal learn. 
Use the unique diiabwe-liln *ea»ch facility id locale 
any playp in the league each of them, with 30 real 
parameter! ro en-sure ultimate realism ■ be awaie of the 
positive and negaftme aspects of each individual 
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(8 * 8) deferent and adjustable b 
i.hes to your match** ■ do you v»*nl to mix 4, 
Tun ma'lt the opposii >on and pJ«y the offside trap? 



!-;■■ ■<...- rhe performanrr ol your leant by motivalirtg 
them, u'iing subslilu'rs and placing IrOLok'sOme 
players on tht: transfer l-;l 

.: , of results and It-ague tables ■ 21290 

■ : .i v ■■■■[ -charts tanging from the standard 
league table It! K> mo* bootinss and most consistent 
player charts Prirl nv.-lts. rabies* fixtures] transfer and 
EtMQpDol lists, refe'ec and financial data. uco«t» «r»d 

enarmner repots, Scpiack,, and mansgei itchie^ 
dating back, over the last 90 years. 

at Inendly level League , F.Aanrj League, 
in , ECWC 4nd UEFA Cups a challenge 
the top European teams. 

THE most sophisticated management 
simulation t-v^r . Over 900 Kb of game Ins c 
piogjammed in Assembly code to give ultimate detail 
and speed and a unique 46 playei mulh-usei System. 
Ccunplet* control of youj team: Select your penalty J 
Iree kick and long throw lakes; wingers. svnv;-.-i, 
captain,- ball winners, playrtak'ri, reserves and P^M 
managers. 

Available Now for all 1 Mb Amigas 

(1 Mb required) - 25.99 
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Tactical Manager ihould 
satisfy even the most 
committed Fergie wannabee" 
Amiga Format 

"Each game played has 4 
realistic outcome" - The ONE 




"Penalty incident quite literally 
had me on the edg^ of my 
seat" ■ The ONE 

Instability 87% 



einrk Legend. FJUs Md Brt 

Fultng M4! LWftUb** Hirt> At* PNP 

Ttl: 043B SH00Q4 



"■""■■»'« 



Tactical Manager is a very 
absorbing foolball manager 
iintulaton. Exfremeh; mvdvirvj. 
A great game". OJ AMIGA 

La stability 96% 

Payability 93% 



BRITAIN'S BUBBLIEST 
AND BEST-SELLING 
SEGA MAGAZINE! 

WITHOUT BEING TOO MODEST, MEAN MACHINES 
SEGA IS THE HOME OF THE EXCLUSIVE. IT'S FIRST 
FOR NEWS, PREVIEWS, REVIEWS AND GOSSIP — 
EVERYTHING THE DISCERNING SEGA OWNER NEEDS, 
IN FACT. GET THE COMPLETE GAMING PICTURE — GET 
MEAN MACHINES SEGA... 
OUT THE 30TH OF EVERY MONTH. 
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HOW DO WE DO IT? 

At The One we believe a picture speaks a thousand words. That's why our reviews are a bit 
different and, we like to think, a lot better than the rest Each game review begins with a short 
introduction, telling you what sort of game you're reading about and outlining its plot then 
we follow that up with illustrations, maps and diagrams accompanied by informative captions 
that demonstrate every aspect of how the game plays. 

Finally there's the Verdict where we explain the games good and bad points in detail, so 
that you can work out precisely whether the game's for you or not. Bear in mind that although 
a review is only written by one person, the whole team play every game reviewed and the 
Verdict and scores are based on everyone's input. 

Based on years of research this is, quite simply, the best game reviewing system devised by 
man. Probably- 

( THE VERDICT PANEL EXPLAINED) 



This piety shows you clearly 
which Amiga - A5QQ/6O0, aizoo or 
C032 - the game is being 
reviewed on. 



This panel indicates who is pub- 
lishing and who created the 
game, along with essential info 
such as how much the game 
costs, when it'll be released, the 
control system (s) used, how much 
memory your Amiga needs to run 
it, how may disks It tomes on 
(and therefore how much swap- 
ping you can anticipate) and even 
whether you can install it onto 
your hard drive. 



This percentage indicates not only 
how well-drawn or animated the 
graphic* are, but also how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky 'in the 
flesh' which will be indicated by a 
lower-than-expected Graphics 

store. 



As with Graphics, the Sound score 
isn't based purely on the quality 
of the tunes and sound effects, 
but also on how wetl they 
enhance the game. For instance, 
an all-guns-blazing shoot-' em -up 

with a silly bouncy jingle 

wouldn't do well here. 




Play-ability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' ward (write to your MP!), 
indicates how easy the game is to 
get into and how much fun it is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word, testability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 



The Overall score is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 



SIMON BYRON 

When making sandwiches for 

I a picnic or a tea-party, it's best 
to use bread that's a day old 
and cream the butter or mar- 
garine so that it is easy to 
spread. When spreading, make 
sure it goes to the edge of the 
bread. Soft fillings, or salad 
fillings, which should be crisp 
when eaten, should be insert- 
ed just prior to serving; 
creamed fillings can be put in beforehand and the 
sandwiches wrapped in a damp clath or waxed 
paper to keep them moist. 

ANDY NUTTALL 
Many people worry needlessly 
over 'hypotension' which has 
recently become fashionable. 
When the blood pressure is 
too low there may be a ten- 
dency to fainting attacks, 
especially when getting up 
from a lying-down Of seated 
posture There is, however, no 
danger whatsoever in this and, 
since there is actually less wear 
and tear on the arteries, people who suffer from this 
condition will probably live longer than most. In 
short, low blood -pressure is no cause for worry. 

MATT BROUGHTON 
Surprisingly, and unlike cage- 
birds, fiefd-voles and even 
hedgehogs [which will con- 
sume household waste), most 
Bats have to be fed by a trick 
| when first captured- It is nec- 
essary to cut off the head of a 
mealworm and insert the body 
■ between the bat's lips, push- 
ing the mealworm as soon as 
the bat starts to chew. The 
common British bat or pip- 
istrelle requires 15 to 25 mealworms a day, chopped 
raw liver once a week, and live insects and moths 
whenever possible. 



HARRY ATTRILL 
Little mental strain, but some 
rapid physical activity is 
required for 'Passing the Par- 

Icel' — a game the direct 
descent of which from 'Musi- 




4 



The Amiga family is even bigger 
than ever now, with people able 
to buy A5 00 6004. at JOOi and 
CD32s. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 



I cal Chairs' can be clearly seen. 
A parcel with innumerable 
wrappings is passed round to 
music. Each person who has 
the parcel passed Or thrown 
to them when the music stops 
must remove one piece of the wrapping. Anyone 
holding the parcel when the music stops must drop 
out. The last person left in is the winner, 

NB: We've Been reading the Big Boy's Booh Of Set- 
erite thh month- And it's great! ' 








Some platforms can't be reached by mere leg 
power alone so the springs dotted around 
most levels are invaluable. There are big ones 
and small ones which bounce you different 
heights but the old proverb "look before you 
leap" certainly holds true here because there 
an; often spikes above springs which stun on 
contact. You have been warned. 



Blimey. Our lead review and it 
hasn't got anything to do with 
beaches. Ah well, here goes... 
Simon Byron lies on his Spiderman 
towel and sighs as gorgeous atten- 
dants rub oil into his back. He is 
daydreaming about landscape's 
latest AGA platf ormer. Or is he? 




Food with personalities. Inter- 
esting concept, don't you 
think? Peas that get a bit shir- 
ty if you try to skewer them with your 
fork. Peppers that refuse point- blank 
to be cored, diced and tossed in a 
winter salad. Sausages squealing 
"Bugger off!" as you attempt to pop 
them under the grill next to some 
fresh tomatoes. This, my little cab- 
bages, is the nightmare scenario 
faced by one Pierre Le Chef world 
renowned,, er, chef. 

Actually, j think we're being 
fob bed -off a bit here. After all, how 
many people do you know with 
names which relate to their job? Why, 
for example, am l not called Simon 
The Editor Who Is Good At Things? 
Why isn't Matt called Matt Fungus 
Face? And why, then, isn't our newest 
team member called Andy Git Git Git 
Git Git Git Git Git (jit? Answers on a 
postcard, please. 

Anyway, back to the matter in 
I mh i iIi Ti d» f i i nui ■ fe ed <■ > 
Pierre or his culinary reputation. He's 
got an important function to cater 
for and all his ingredients have sod- 
ded-off round the world (don't you 
hate it when that hap pens?). So the 

his truvty net (no setious kitchen 'is 
without one, ai Delia Smith informs 
me} and bag oi flour and retrieve the 
gourmet "gets ways, (I copied that 
from the manual, actually) from var- 



ious exotic levels before something 
really bad happens, I expect. 

Out To Lunch is, in fact, a conversion 
of a SNES game which, according to 
someone called Graham who works 
for EMAP's Nintendo Magazine, er, 
'System', is "Simple and fun and I like 
it/' Hmmm... 

But in order for Out To Lunch to get 
the same enthusiastic response from 
me (albeit with words of fewer sylla 
bles, obviously) it's going to have to be 
really special. In fact, I can't think of a 
SNES conversion which has managed 
to cut the mustard on the Amiga, And 
neither can Matt, But ask us to name 
decent SNES game next month and 
we'll have no hesitation in recom- 
mending this food-tastic platform spe- 
ciality du Mai son. And here's why.., 
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Like that fantastic day-time 
quiz show, Supermarket 
Sweep, you can take part in a 
brilliant trolley dash to earn 
oads of bonus points. This 
event takes place between 
every country. You have to 
collect fruits off the shelves 
whilst ensuring that the trol- 
ley remains on-screen, It's a 
very basic Sleepwalker clone. 
But a lot better. 



One of the nicest 
things about Out To 
Lunch is the way that 
the ingredients scarp- 
er once they see you. 
They'll leap of ledges, 

bounce gn springs — 
even sprout blades 
from the top of their 
heads! Subsequently, 
Pierre has to chase the 
food around in order 
to swipe them up in 
his net. This means 
that you can often 
farce them into dead- 
ends and catch them 
that way. 
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TASTES YUMMY... 

Out To Lunch is a very nice game. 
Here are just some of the very 
nice ingredients you can col- 
lect and some of the very nice 
things you could do with them 
if you were a girl. 

MUSHROOM 

Useful for making 
Tripe and 
Mushrooms. You'll 
need: 1 lb dressed 
tripe, 2 mushrooms 
(large), 1 pt milk and wa__ 
tablespoon flour, pepper and 
salt, freshly chopped parsley. 

ONION 

Invaluable for Ox 
Liver Pie. Take S 
ox liver, 2 onions 
1/2 pint milk, 5 o; 
self-raising flour, 
oz. shredded suet, p. 
salt, 1 rasher of baco 
seasoned flour, dripping, 
water, And cook them. 

TOMATO 
Without which 
Tomato Soup would 
be practically 
impossible. You'll 
need: 1 lb tomatoes, 
1 onion, 1 1/2 pts vegetable 
stock, 1 carrot. 1 or 2 bacon 
rinds, 1 dessert sp. flour, pep- 
per and salt, milk. 

POTATO 

Fantastic for Pota- 
toes Roasted 
with very little Fat- 
For which you'll 
need some 
potatoes. And very little fat. 
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YOU can use a two- button joys-tick if you wish, 

host without ^e catered tor with a nifty control 

iyitem which is quite intuitive. To use the weapon 

you're currently holding, just tap the fire button and 

Pierre will attack the ingredients. Then, when you've 

Stutined the food. Collect them in the net by holding 

— m down the fire button for longer. 
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Bfo leave a level. Pieffe has to capture a certain number of ingredi 
ents in his net and deposit them back in the cage within a set 
time. There are usually more ingredients than you need so you can 
afford to kill off a few (by repeatedly jumping on their, erm, 
heads) or leave some alone if you feet like it- 
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The cage right at the blim- 
min' top — getting here Is a 
real problem, I can tell you. 
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„4 Slippy-slidey platforms ,*i vr. 

make tills part of the level 
<Uj&t quite tough, that's for sure. 
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A teleporter. 
Nuff Mid. 
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Flour 



I can't quite remember what 

this pick-up does, but it's 

bound to be quite good. w ' , 
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A one-up 
icon. Handy. 



Ah, secret rooms — 
an innovation, I 
don't think 
backwards. Here you 
can see lots of flying 
clacks and quite a 
few springs on which 
to bounce, Marvel- 
lous, eh? I'm not 
quite sure when 
these rooms pop up, 
but they're a 
welcome diversion 
from the main game, 
that's for sure. 
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The jolly nature of 
the game is inter- 
rupted when the 

food betunii'i 

infected by bacte- 
ria or bitten by 
insects. It's all 
quite horrible — 
mutated ingredi- 
ents hunt you 
down and -kill with 
one touch. Diipoi- 



them tout bet, in s«j 
they're ruthlessly 
pursuing you, .' 
n their he 
ire kick than 
judgment. 
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There's no need to drop the ingredients off one at a time. ¥ou can hold 
as many in your net as you like but if* worth bearing in mind that it you 
are stunned Lby touching anything that's remotely hostile) then some 
may escape. Thankfully you can't be killed by 'normal 1 ingredients — only 
the scary mutant ones! 







h*t, who re, actordinq to the game's title, 'out to 
lunch' As you tan tee, tlw levers are laid out in standard platform style 
with gaps to leap and springs whith bounce you higher, But what set* 
Pierre apart from the boq-stjndjrd temps is its graphics which are bril 
liant to say the very least. But the game is AliOO-only . so high-quality 
visual* are to be expected. I 




£25.99 Out Now 



I THE VERDICT 

I like it. A lot, in fact — Mindscape has 
come up with one of the simplest and 
most addictive platform ers for ages. I 
could rattle out the age-old cliches like 
'it takes a minute to learn but a life- 
time to master' or 'simply brilliant and 
brilliantly simple' {or something like 
that), but I won't. Because I just have. 
Instead, I'll harp on about Out To 
Lunch's addictive qualities — I just 
can't put it down! The first few levels 
are a doodle (as they should be) but 
once you've managed to clear them, 
prepare for a serious challenge. Many 
of the levels look deceptively simple 
but start capturing the ingredients and 
it's obvious that a lot of forward plan- 
ning is needed in order to finish with- 
in the often strict time limits (the way 
some of the platforms are placed 
makes Journeying from one point to 
another like walking through a maze 
— oh play the demo, you'll see what I 
mean). Very rarely does it become 
overly-frustrating, though, mainly 
because the whole thing is so damned 
nice. The parallax is gorgeous and 
although the sprites are small, their 
incidental animations are brilliant and 
really give the ingredients comic personali- 
ties. There's much entertainment to be gleaned from keep- 
ing your eye on what they're up to and watching them 
bounce all over the place in an effort to escape. Even the 
musk is vomit-inducingly cute. Every new country brings 
fresh challenges — different vegetables, new features, that 
kind of thing — which ensures that you never become too 
easy. The first time an egg explodes all over your face 
comes as a surprise, 1 can tell you. Although the game is 
stunning as it is, one addition would have made it best 
game in its genre, and that's the inclusion of a simultane- 
ous two-player mode. Don't get me wrong, as a one-play- 
er game it's more than fulfiltng but a Qwak-styJe 
competitive mode would have been truly fab. But, hey, we 
can't have everything and what's here is certainly well 
worth a look. 






The CD32 gang can look forward to Out To Lunch 
which should be out round about... now. A500 
owners shouldn't hold their breath otherwise 
they'll die- And anyway, Out To Lun<h won't be 
released a 'normal' Amiga.,. 
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Is that a cloud we 
can see hiding the 
sun and spoiling all 
our fun? No — it's 
Flair's appalling 
beat- 'em- up and 
Simon Byron kicking 
sand at each other. 

ope, never heard of It. Surf 
Ninjas, that is. Presumably 
it's one of those straight-to- 
video films which wasn't deemed 
good enough to warrant cinematic 
release, or if it was at the flicks then 
it must have been completely crap. 

Oh hang on a minute. I've just 
flicked through the manual and 
apparently it's an "hilarious New 
Line Cinema film." Right. The plot, 
as I've discovered, goes something 
like this: Sixteen -year-old Johnny 
McQuinn has discovered that his 
roots He not in Los Angeles with all 
his surf-lowing mates, swapping 
amusing lines from Bill and Ted 
films at every opportunity, but 
instead in a tiny oriental island 
called Patu-San. It turns out that 
lohrmy is heir to the throne and if 
he journeys back to this island and 
sorts out the evil Colonel Chi and his 
gang of Ninjas then he'll be installed 
as king. Sounds like a load of old 
nonsense to me, but we'H persevere 
for the time being. 

Comparisons to Last Action Hera 
are inevitable — both are film 
licences and both are beat-'em-ups. 
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But perhaps the most obvious simi- 
larity between these 'games' is the 
fact that they're both lacking in the, 
er, gameplay department. Coupling 
surfers with Ninjas may seem like a 
bizarre concept but this is our Sum- 
mer Special' after all so anything 
vaguely Sea-sidey is welcome. How- 
ever, we're not prepared to accept 
this kind of disgraceful rubbish, 
even if we are wearing our trunks. 



So here it is in atl its glory. Seeing 
as though the CD32 is capable of 
impressive graph) ry, 

t with its dedicated sprite 
scaling hardware and other stuff 
like that, it's nice to see the tech- 
nology being pushed with such 
badly-drawn sprites and their four 
or five frames of animation. Yes! 

And here's one for ail you con- 
cerned parents. Sometimes, and 
I'm not quite sure when, Johnny 
wilt rip out a Wlnja's heart and 
hold it our for all to see. Hmm... 
one for the MPs, dontcha think? 
Another quite destructive move 
is the headbutt which is effective 
and quite funny to watch. 



THE VERDICT 



Hmm... it's games Hke this which bring 
home the restrictions of working on a 
'family' magazine, and) to be honest 
with you it's getting me down. Ever 
since The One has was launched (way 
back in 1987, fact fans), the editorial 
team has managed (often under 
extreme provocation) to offer opiri 
on games without resorting to the kind 
of profanity you kids use in the play- 
ground. Whenever g£ *urf 
Ninjas a 

has be< i tarted up with 
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You'll come across static characters who request specific objects 
for various reasons. You don't interact with them at all — they 
bark their requests at you and give you something in return if 
you're lucky. You collect and pick up by pressing down and fire — 
the same as ripping out hearts, so carrying something in combat 
\ is blimmin' annoying 




'i hope not because I don't want to : 
me in The One ever again. Ever. 
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l»h*rl.»gBrMt(Hnnt Forfraw ., 

lihAi ? 

ijthAi ^ * 

Jid^iir Kjojij .... 
.Iim*n Pond ! F" 
MMrltn ..... 




,r 4« 
fi«« 

t ■ i in 

..E ».H 

...Call 
..t it.m 

..E '4 311 
..E I4.« 
..£ 17.99 
..t ■««< 
....( 9.B9 
..,.( 4 Fin 

C ll.W 
■CALL 

r ■ ;• ^n 
_J *.M 
....( 7.» 
....C 9.99 
..[ 19.99 
-E H.9S 

■I 11.99 
,.E 11.99 

r -nnn 

tlMI 

I -4 en 

C1UI 
..E 17.« 
..E 19.M 

r ■ | 51 
„E 17 W 
„E 2S.M 

X if.H 
....C7.K 
..£ 14.SB 
....C7.B8 
..E 17.B8 
..E 1«.H 
..E 1 2,B! 

i- ; ? na 

._ 14 »a 

t JM 

.1 17.BS 
..E 1*.H 

J n.se 

....£■6.68 

..En.ee 
..e u.k 
..£ M.m 

CALi 

....£■!.« 
....fB.BB 
..£ 12.W 
..£ 19.BS 
..£ 1*.99 
....£ raft 
..£ 11.99 
..£ Zfl.99 
..t l/.9a 
....£9.» 

..c iT.es- 

4 ItM 

,| 1 1 H 

....£4.64 
..£21.94 
..£ 19.99 
....£9.99 
....£3.99 
..£ 2D.S9 
....£ 7.B9 
..£ 19.B9 
..£ 14.H9 
..£ H.B4 
..£1I.B» 
..E1D.B9 
....£ B.B9 
..£13.64 
..£ 19.69 
..£11.69 
..£24.69 
..£22.69 
...Cl.K 

.E 12.» 

,EM.» 

,.£22,H 

EMI 

C 10 69 
..E 1*,» 

n(M 
..IU.lt 
..EMM 
..r m 99 
4 m.99 

...CJ1.99 
....£9.99 
..£ 12.99 
..CALL 
....£9.99 
....£9.99 
..£ 12.99 



John Madden American t oaBbah. ... 

Jurasolc Park 1 1 H*g;. 

KI10 lUtoplH 2) " _ _ 

KKH715- 

KKJIHUHDIC 

Kmsmtlur — 

Kkigi Chwft i. 

Kingi Qb*it 2.._ _ 

Kuigft UuAftl . 

Kungs Gu*Bt4 _ 

Kaigi QuHtE ■ _ _ 

Knights Qtltn Sky (1 -tag).- — .. 

Knlghimaro ,^„ 

L*»ar Squad _ — 

U-amlcr ... 

L49KY Ol Sflraail 

Laowdl ot Valour _ 

LaiBijr* 5uri Larry 1 

LalBura Suit Larry 2 _ 

LciEure Suil Larry 3 

Lamming* _ . . 

L-mailngB 3 m» Tribal. _. 

LammlngWSIm C*v DW Pack „ 

Unkt Challwiga 

Lnmbart R*C Rally 

Lnhlt 2 



J 11.99 

_ -I 19.99 

(17.99 

CALL 

CALL 

...SU.99 

..- -SS8.1S 

..- JlUI 

t 19.99 

..- X 19.99 

— -* 11.19 

-CAU 

111.99 

„-.« ».W 

E 9 49 

f 11 « 

-S17.M 

€1*.99 

.£ 1 2.99 

.- ± 12-99 

.— -t1».W 

— -t 12.99 

_ -t 17.99 

.,„..-* 19.99 

E 12.99 

FEW 

EUS 



* • * • 



THIS MONTHS 
SPECIAL OFFERS 



BODY BLOWS GALACTIC 
(IMEG) E179S 

GENESJA.... ...EU.M 

GOAL (1 MEG) ...^........mW 

ISHAR 2 „.„ _12,M 

PREMIER MANAGER 2 ..£12,99 



********* 



Lure- al ana Templraaai . 

Magic Poclmla 

ManchBa-lcr ijTO Eiarept... 

Mancheslrr \HD Premier Leegur . 

Manhunler New York 

Maniac MofiBion - 

McDonaMland 

Mean Arenas 

Mega Million - _ 

M«cro Machines .■ 

Mciaprc-ie(JrBr>d PtM ...... ^.u, 

We 29M Supe« Fylcrynv,.^.. __ 

WtnJMy Wtitd 2 — __ 

M«r«Hi PYl>ilW* Fllr'Hi C!«eu* . 

M*6tl beat „. _ __ 

HoandSn* 

Moron 

Mortal KoirbMI'1 Men).. 

I* hi ijU.... _ 

Mulli Plai*r hwnf I 
ItnUe KJrtr ...... .. 

HauShty Ofl*t — — 

Htolf MaflUll W<i<l<l Cna-ipMfH*lp„ 

Kflre Bowl ChaMmga „. ___ 

Owtanvt..,....™......^. ,. , .., „ ., — .,,„■ 

•nu Kick BO»mo — — - 

eriheiion „..., ..,., 

0* Tour Qoir Pllf* _____ 

leJrBCMBfYn mum™™ 

Plr>B*(l Em**m» » Fantaalas 

Iracy „_,,,„_„„■, „ . ,.. , „ .,.. —„„ 

oIich QubbI I _ 

PoIicb Quasi Z _ 

owarmanoaf A WYfl _ 

rBmlar Manager _ _ 

rflmler HAanager 2. , . 

rimiara. _ 

rime Mover _ 

reject X |1 Meg: _ _ 

Quest tor ulery 1 _ _ 



E12M 
L ■* *V 
CI 3B 
El9« 
C 12 W 
t ■ ■ =>y 
.E 12.99 
...£ ».9S 

£4.«B 

Ei»» 

ES4 W 

EHVS 

ES4S9 

E2*S 

EIM 

...E9*B 

E U99 

E1499 

....... .E17.W 

E I 'm 

... E»«g 

..... E12« 

E 11H 

,.EJ« 

-, E 1Lt1 

., ,E Uf 

__f 1» 99 

E I* « 

E I H 

- ~t »■« 

-..„ E 9.99 

-..., * l»-99 

-,.„..„ 19-99 

- —£14.99 

_E 12.99 

- _£ 19.99 

— £12.99 

- _.£ 9.99 

- -_£ 1*4<J 

- .^£19.99 

£12.99 



L>ue4l at Aggnvaln _ 

FHHUW _ _ _ 

Road Rpari ... 

HonocopJ 

Horn* IMS .... 
Hyfl A Tumdl* ' 

firrnbtila 

Hacand Samurai 

$acrsl ol Mankay blsm (I liag).. 

£anfilbia Soccbi _ 

Sanalbla Soccbt BiTIJ 

daiulbla World of Soccor ■ 

_HlHa<IU>g) 

Shido^iMMl ' ... 

SUsntSarvk!!.?. 

5im An! .„„™«™_™___™__ 

Sim city Clam* 

51m Clry Daliraj _. 

Film Earth (1 Hag) 

Slnvori tha Sorcaraf { PMagl 

SkldmHkB |1 Utgi 

Kkyhljti Sluntman _ _.. 

Sleep walkar _ _ _ 

Sliders _.. 

Soccer kid 

Spaca Cvsad* ■ 

Sgaca ■*■■_■ 
Spaca Quest 1 

Suae* Quest 1 

SffaadbaHZ . 

So— it In Tranayl.Bnla 

StardusHI Magi 

Slav* Bajls World Snoekar 

Strati Flgtitar : (1 u»gi 

Sumawr Ctmp_ — ___— _. 

SU04I Froa [1Htf| _ _____ 

Suaai SayiTKrtir _«* the Plana), ,.. 

Suaw Seaea Inwadtn ._„,,,_,. 

SufMli T«Ma„„._ —.,„____ 

SyrOtcatatlMag) ., . 

I? Arf.«l* tlim* 

Team 1 7 CoJtocaon I lUagl ..— .. 

Ten Miballlganl Stratagy c amaa 

Tannla Cup 2 

Teal Hatch Cricket ■ 

Theatre or PtatH 

TUmndtrhtivk .... 

Tettl Carnaoa,,. _,.,,,.,..„ ______ 

T'an4aeeTrca,,,,,_ UI ,,, I , >aI ,, I ,,,, I i„,,,,, UB ,, I 

Tinvlal Fwa-tt 

Tialla 

TurrleanSv .._,.,. 

UFO ■ _ _ 

Linl»«.**IW«ntar... 
Unls— >aa ' 

Ulople _ ... 

Venus Flytrap . . 

Wsllux.. _ _ — ..—, 

Wlllaw _ 

Wing Chubiit-w _ . „ 

frVlnte* ^"""p - — 

Wlntn "*i*f "» 

Wl. N'Lll ._ . 

Wkkid ,. 

Wondcrdog _ . 

World Cue USA H ' ______ 

Wembley Rugbr League 

World J Lvgandi _ - _.,, 

WWF European Rampage [1 M»9i ... 

Zool _____ 

Z<m\ 1 _ 



..._. 



£ 4.99 

CALL 

....E17.« 
..... 1 J. 99 

r 14 'Vi 

CALL 

... E1».W 
....£ 18.99 

ri2W 

ra.w 

....£ 17.99 
CALL 

_-__M 

rn« 

... . 1..W 

r \2¥l 

r 13.94 

,..-119.99 

— -41S.99 

.— _£ 24.99 

S 17.99 

._ _..E ..99 

_ _..£ 9.99 

£4.99 

£13.99 

. .. t-W 

_ -£.».» 

,.- r 13 99 

E ll.W 

___.*_* 

E 9.99 

_t 4.W 

E17.W 

.,-.£ 4 W 

Ml 

EdW 

f 2..W 

C3I.W 

, £19.W 

, ,.,._E 19.99 

E B^W 

CALL 

El&W 

_ _.,. M) 



£ 1 « 

_ ..£ 9.W 

.. ..EB.W 
,. E17.W 

C*l L 

E4W 

CALL 

,.._..£ » W 

E4.« 

E12.W 

_..E 4.» 

_ _...E 9.» 

— _..E4*t 

E 21 » 

E16« 

E19» 

, „,..._. 14 « 

..-.CALL 

..._. E1*« 

.—,,..._.£ 14 W 

EftB 

* gw 
f g w 



air — i__V 1 .3 „_ 

ium _ik_an__!!!_.m!-Z!!!!!_.!!! 

iatiatna *_____—___—__ _i. 

Chaet Eiuina._„M,_.______. 

ei twii— u p.... . . 

L> Qanarnieni „_„,.. — ,.,. —,„„— ■,. 

D*»ff1 „„„„..™,„„_^„ ,-...,„ 

FaTaujn „._ _„„_„„.,.,„„._,„ 

filiriehlB 29991 . . , „ ■ _ ,.„ .. 

Impeisluki Mlaiian 

Jt—ee Pond i Hoboeod 

Juraealc Park.. 

Lifter-Ion Capm* !.... - _... 

Morph _ _ _ _ _... 

Naoghry Qnee 

Nigel Manaall World Cr-anpnnehlp.. 

Dul bo Lunch ' _ _ 

Duersli...._ _ _ _... 

PlnnaH FaoUaleei _ _ 

Hobmsana ftequlam ' _ 

Rjoai Cup Sotf— _ 

Second Samurai _ _ 



.. E!9« 

... E!2*B 

. E1»H 

,.„ E14.W 

CALI 

r 1HI 

. r jQ_H 

:: e 1 4 »9 

t la-H 

, tan 

.. E 3! 99 

... rt2 99 
... E 11.99 

.£ 1B.W 

C 19 99 

.... E 14.99 

_£12.S9 

...._£ 14.M 
.. L1H.S9 

_..E 8lH 

.£19.99 

£19.99 

_£!*.« 

.... E 19.99 



Slai Lit* _ _ _.... 

Simon Ihe Sorcern*. 

Skeleton krew * _ _ _.. 

Sleepwalker _ _ 

Soccer Kid _ _ 

Star Trek _ _ _ _ 

r op (iaar I ' ...._ _ _ 

rnlel Carnage _ _ 

rpx ■ _ _ _ _ 

I rolls _ _ _ _... 

UK] Enemy Unknown 

Zwil _ _ _ _... 

Zonl 2 _ _ _ _.... 



Alien Sreed Special Edition A Uwak. 

Allan Breed 2* _ _ 

Brutal Soccer ' 

U rutal Sports rooroall 

Bubba «&_._ _ _ 

Castlea 2 _ 

Chaos Engine _ 

Cliuck nock . _ _ _ 

Cnuck Hoc fc 2 Son ol Chuck 

C Generation _ _ _ _ 

Dangerous Stner— 

Bark Seed ■ _ _ _ _.... 

Oeapcura— _ _ 

DiEpuiarjIe Hero _ 

f-jrafurce. 



Fl™ A lea ■ _ _ _ 

Franuor Elh_ 2 _ _ _ 

Fly Haider _ _ _ _ 

Global Ertecl.._ _ 

Gunihip 2HX1 _ 

Impuulble Mii.icri 

Jam** Pand 2 Ftabocod 

Labyrinth -nr Tim* 

Legacy ot Sorocil ' 

Llbaration Captive 2. _ 

Lite Eltml * _ _ _ _ 

Liverpool ■ _ _ _ 

Lolus Trilogy _ _ _ 

Mean Arenas..- 

Microcosm _ _ _ 

Hick Fit do Ch-mtitcitthip (Son 

Higel Hansen Wofld Champiomrilp.. 

0,*rtr.ill A Lunar r: 

Plnbell Finlauei 

Pirelli Gold..... _ 

Project HUT Cmilenga 

Ftobln.c-ni Kequpem ' _ 

KurlN rumble" 

Fry bar Cup ' _ _ 

S**k A Deelroy 

Fjemnjle Soc-car 

ta il-art !• - _ 

Slrlke* _ 

Supar Putty. — _.„.. 

irk' 

Taut) Camas*. „„__„.,_ _,„,,,, 

Trivial pursuit 

Troaa „_„,_„„„_„. __„„__,,_ 
FJFC Freany Unknown.. ....... .... 

UN-ilia BJJdy Wow* - ,- 

UnrntrH ' ____________ 

yyttgfaa ynyigt .—.■■■... 

Zool _ _ _ 

—M41_ _....._....,._ _ _......, 



.E3399 

.E2S99 

.._.CALL 

. .£34 99 

.. .£30 99 

E 12 99 

.....CALL 
. .£25 99 
. CALL 

E 9.99 

. .£24 99 

EI4 99 

.. .E 1/99 

... .£ W99 

E "* <fil 

£ 19.99 

..._.£ 19.99 
E19S9 

E 11W 
... Ei9M 
... .E1D9S 

E19 99 

_.E It « 

El* 99 

CALL 

.. .£1449 

E 1949 

£1999 

..._.£ 17.99 

E1999 

._.£ 11 96 

E li.99 

£1999 

EI4 5S 
... £39 99 

£ 17 99 
... CAL> 

£ '4 49 

£19 99 

... .CALL 

£19*6 

._.£ 14.99 

E J6 9U 

..._.£ 24.99 

£ ' 9 9U 

£ 15.99 

£21 99 

E 19 99 

£ 1 7 49 

CALL 

CALL 

£2199 

£ 1799 

. .E IT 99 
CALI 
CAIJ 

£15 99 
. .E37W 

£14 99 

£ 1999 

.....£ IC-99 

E i»« 

E 19 99 

CAU. 

E I* 99 

E 1199 

...„E17-» 






C raft For Amoi _ _ _..£ 19 99 

Easy Amoa _ — ...E 2399 

tLInd Words, 3 _ _..£ 24 99 

M.llpHr4 £29 99 

Publlihar £24.99 



1IGA ACCESSORIES 



Cheelah Hug... _ _ _ _ £ 11.99 

Logic 3 Dene He) E 14.99 

Logic 3 Qualm _ ._ _ _ EH.9Q 

QuTckJoy Jetticjhler . _ _ _.£ 11.99 

Clulckitiot Uaverlct 1 _ _ _.E 11.99 

QuIckstiDl Pylhori E 9 49 

Spoedkinn Autonre.. _ _ _ _.£ 11.99 

Jipilick Super Pro.— _ _ _.£ 12.99 

Logic 3 Freewheel Digital _ _ E 19 49 

Speedmuuie Logic 3 .E 1299 

3.4 "Dlst. Bot rwlds 40 _ _...£ 4 99 

J.i ■ Disk. Bot holds JO E t 99 

Unbranded 1.$' -talk rjltka K 1»„, ___ sag 

Zydac Upgradi NO CLOCK -.£ .4 » 

ZydK E.Mtn-1 Diak Drtrl X. tS W 

Mouaa Mai - E 1 H 

Llgjnrarave Joyallct. Erlensron Lead £7 99 

Llgjhhnn JpyHlck SpBrsar E 7 99 

Llghrmm Co Aalal Plu^j E2! 



Name 
Address 




Telephone Orders: 

10am - 7pm Mon - Fri, 10am - 4pm Sat - Sun. 

Answering Service at all other times. 

Carters by appoinlrrvanl only. 

All pi do VAT A Poslafle lor UK Mainland- Add £2.00 lo postage price for Europe and £3.00 for resl 

ol the world Next day service avsulable £3 70. Please seod ChrKiues ,' PO's payable \o: 

SOFTWARE FIRST, 8 BUCKWINS SQUARE, BASILDON, ESSEX SS 13 1 BJ. 

Please allow sufficient time lor cheque clearance CrediE cards are rvoi charged until day of despatch, 
Please stale make and model or computer when ordering 

If you can't see what you want please call, new stock arrives daily. 

Some lilies may not be reipassd at time ol going to press. 

We supply only oHrCiul UK product, Format, supported Include Amtga, PC, ST, Master System, Megsrdrlve 

and Game Gear. 

All prices subject to change without notice. Ail Hems subject tc availabtlity, E & OE. 



Postcode 

ITEM 

ITEM 

ITEM 



-Telephone - 

_PRICE 

PRICE 

PRICE 



POSTAGE 
TOTAI 



1 enclose a cheque/PO made payable lo 
Software Flnil cirplcasi: dtrbit my Aca—ttrVisu 
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er day, another football 
tie-in licence. Andy Nutt all's not sick of 
them yet, but it would only take one crap 
one to push him over the edge... 



VEMBLEY 





* 
.* 



Yes, the World Cup is finally 
here, and soccer fever is 
sweeping the nation. Though 
probably not this one. Or Scotland 
or, er.-- Wales.-, oh dear! Even The 
One feels compelled to do its bit by 
pasting a footballer on the cover, 
and providing as many footy-related 
things as it can inside the mag and 
on the disks. Yes, were trying to 
cash in on one of the great sporting 
spectacles, the USA World Cup 1994. 
So far nine softies have joined this 
ever-growing band by releasing a 
footy game each during the months 
of June and July. 

You can imagine, then, the scenes™ 
of disappointment and dismay aJt 
most of these software houses when 
they realised they had been beaten 
by US Gold to the licence of the year. 
Not to be outdone, though (well not 
much, anyway), Audiogenic has 
looked to home turf for inspif atio 
the great twin -towered bastion 
English football, Wembley Stadium. 
How long before we see Wembley- 
Dodgy Ticket Tout Simulator, ■eh? HM 

It's commendable, what Audio- 
genic has tried to do. No, really. It 
has paid for a big licence, and tried 
to produce a quality game to go 
aloflMIYth it. OK its fallen short, 
sure^jut Audiogenic could have 
spent bugger all on the game and let 
the hype do the selling (see last 
Action Hero, and Cf iff hanger last 
issue). The game's nothing special, 
but you won't be slashing your 
wrists if you buy it. 

liking the extra buttons of the 

CD 3 2 joy pad, the game has a 

number of useful features to 

ice your enjoyment. All too 



often in a footy game you can get 
hold of the ball, but then you can't 
pass it to the right player to set up a 
shot, which is always annoying. 

However, Wembley lets you select 
your target player for easy passing 
— at least, that's the idea. !t even 
bleeps irritatingly at you, to let you 
know that the pass is "on". The 
action replay function is well- 
designed and one of the best 
around; but it's a pity that can't be 
said for the rest of the game. And! 
short of telling you about the usuaP^ 
number of cups and leagues lurking 
around the options screens, includ- 
ing of course the now-ubiqui 
World Cup tournament... er, that 






i 




ft 



* 





Set pieces are an important part of Wembiey'* game. It's easy to set 
them up, and you can build up a fair variety to confuse your opponent 
into submission. Here's j free kick, and a typical ejtample of my defence 
(in white) is that the defenders are lined up okay, but the forwards are 
running towards the comer flag. Strange. 



Why are referees 

always bald in 

computer games? 

This one's not 

only bald, but 

incredibly glum, 

and so obviously 
hands out yellow 
and red cards as 
though they were 
going out of fash- 
ion. The little ani- 
mation of the 
ref "s quite nice, 
scribbling in his 
notebook and 
then finally 
awarding you a 
card. Vou see it 
too often, though, 
if you ask me, 




i.- 











The computer-controlled teams are 
remarkably difficult to heat — 
scoring if nigh-on impossible 
because the goalies are super- 
human art worst. Strangely, 
though, when you're playing the 
computer your goalie suddenly 
thinks he's playing for Swindon, or 
something, and can't stop letting 
the ball slip through his fingers. 





This is a prime example of the... er... crapness of the computer- 
controlled players when they're on your team. I'm playing a rea- 
sonably attacking formation, I've booted the ball upfield towards 
the goal, and my striker's heading the ball nicely. But Where's the 
backup? Strolling about further to the right, picking up daisies, 
having a chat with the linesman... everywhere but chasing the 
bloody bdll, that's where! 



^JsH^ifte 







. 



The pitch scrolls to 
follow the player 
under your con 
trol, which can 
make throw-ins 
and set-pieces 
slightly difficult. 
Audiogenic 
thought of every- 
thing, apparently, 
and it even includ- 
ed a little close-up 
of the guy with 
the ball. This 
appears whenever 
the ball is 
obscured. 



THE VERDICT 




Not Hard Diik lrtrt*1Uible 



yayfrndjaystick 



Memory 



(111 K I E S 

fJlJ 

liliV 
u 1 ] 



Ml 57% 



| 1LAY11IIITT 


^ 47% 


II 75% 1 



A few years ago we would have killed 

for this. A vaguely realistiolooki- 

side-on footy game, with all the con 

trols you need easily accessible when Pubiith*r; Audiogenic 

De veloper; 

you need them- The option to switch ln-house 

to an overhead Kick Off -style view ~~ ^~" "™ ^^~ ^"™ 

£29.99 Out Now 
during a game; the ability to pass to a ^_^_____^^_ 

chosen player accurately and quickly... ^ ■*"■ Piik >"«■"»■"* 
Like I said, a few years ago this would j ay ^.joystick 

have sounded impressive. Playing Hf[11(](V 
Wembley is an education. A learning 
process into the mind of somebody 
who would spend an age developing 
a game engine, combining every 
workable influence from previous 
footy greats, and then mess it up by nff 

making it a chore to play. Watching Q^ J | (Q 
two computer teams battle it out is 
almost like watching Golaccio on the ^ 
telly, because the players have flair, JK 4 fin 

style and great ability. When you take 
over the controls, though, the style 
disappears and you're left with a ^ f\jL 

bunch of unfit Sunday-leaguers who 
have trouble reaching the parts of 1 
pitch the opposing defenders ca 
reach. You see, I'm not crap at foot- 
ball games; and I don't half get frus- 
trated when my team players just won't 
do what I tell them. And that, in a nutshell, 
is the problem with Wembley. The player's m 
ridiculously high; should you let go of the direction pad, he 
carries on, oblivious to everybody and everything, until he 
reaches the end of the pitch. Naturally, this makes control- 
ling the players damned difficult at the best of times. Add 
to this the fact that you've got very little control over who 
you can pass to in the time allowed (watch out for those lit- 
tle "haloes" above their heads, chaps), and suddenly Wem- 
bley becomes spectacularly, er, unspectacular. A little effort 
would have made it great, but the lack of care is highlight- 
ed by a bug which hangs up the CD 3 2 with several loud 
screeches of computer code. Wembley should be success- 
ful, because people will buy anything with a name. Remem- 
ber, though, when you pick it up in Smith's, that The On© 
suggested you put it back down again. 

_ — _ _ _ If you go down to the shops you might just find 

A 1 200 a copy of Wembley International Saece-f for your 

— -^— ^ I A120C, for it is already released at £25,99, Howev- 

A5/600 er ' no AS ® U version is released as yet — but it 

1 shouldn't be ruled out. 



MILL 





the lit; 

Andy relax 
which bobbed ever so gently near 
the shore. "A glass of cool Nesquik 
in one hand, some light music on 
the stereo, and those other gits from 
The One are nowhere to be seen. 
Bliss." As the hot July sun caressed 
his rose-petal skin, Andy drifted off 
to sleep. 

As he dozed, the glowing Welsh- 
man conjured a pale- blue rabbit, 
called Quik, who hopped happily 
through a glorious, green landscape. 
The fields were filled with other 
small, lovesome creatures, 
which for some inexpl 
cable reason had 
decided to gang- 
up on little Quik 
and hurt him. 
Luckily, and 
because this 
was a dream, 
Quik was a 
tough, street- 
wise bunhy, 
ca pable 
of look-, 
ing afte 
himself 
With a leap 
and a bound, 
he could twirl his fluffy body into a 
vicious killer-whirlwind which deliv- 
ered knock- out blows to his stroke- 
able adversaries. 

Quik made it his personal busi- 
ness to rid the beautiful land of 
these huggable thugs, He had a 
great time, kilting, maiming, and 
killing some more, safe in the 
knowledge that it was all a 
dream anyway and he could 




drink as many cartons of carrot juice 
as he wanted. Just as he finished off 
the last furry nasty, though, a mes- 
sage came down from on high; "You 
must find the clock!" Heck, he'd had 
weirder times in other people's 
dreams: Paul Daniels', for instance... 
now that was an eye-opener... 

Quik returned to the scene of cud- 
dlesome carnage to look for the 
troublesome timepiece. Noticing a 
tell-tale arrow floating behind a cliff- 
edge, he followed its pointy 
suggestion and several 
jumps later he dis- 
covered a door 
which opened to 
reveal a narrow 
canyon, 
stepped with 
some precari- 
ous-looking 
ledges. Quik 
bounced up 
a few of 
them, but 
gradually they got 
higher, and his poor 
weeny hind- legs began 
to ache. Suddenly he heard a 
"Squawk!" and a set of needle-like 
talons picked him up, and carried 
htm back down to the bottom, Dar- 
ing to look up, Quik found that the 
talons were attached to an eagle. He 
tried to climb again, but the eagle 
proved to be as sharp as his talons. 
Back at the foot of the canyon, poor 
Quik burst into tears. He wanted 
that clock, and he would get it One 
way or another,., 



Waking with a 
start, Andy sat up 
and looked around. 
Simon and Harry 
were playing gaily 
on the beach, hav- 
ing buried Matt up 
to his silly bearded 
chin in the sand. The 
sun was shining, and 
everything was back to 
normal. "Ah, it was all a 
day-mare," though Andy, as he 
took another swig of milkshake and 
lay back to soak-up some more rays. 




Our bobbing, 
blue- rinsed 
bunny kills 
just about 
everything 
that moves 
in his patch 
and some 
gf these 
movers are 
dangerous. 
The caterpillar 
offers death at 
the end It* 
spines, and the 
snake will mesmerise 
you »s soon as look at yoqj 
Other winsome forest creatures add 
to the good look of the game. 
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The strawberry flavoured sticky Angel Delight-type background works espe- 
cially well on the canyon level, where you need to jump to the top and avoid 
the dutches of the eagle. There are loads of parallax levels, you see, so on 
this level at least, the graphics are second to none. 
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Strange, and some might say inconsistent that a world full of pretty 
natural-looking woodland creatures should conclude with a wolf 
dressed up like Chris liaak. Or Something. He appears at the end of 
jrdur rabbit run, hence the underground scenery — and for some curi- 
ous rejbon he tries to kill you by firing notes from his inflatable Stra- 
tocaster... You can get him back by spinning, Some-style and bashing 
his head in repeatedly. Either cleverly surreal, or maybe the designers 

ran out of ideas. Ydu choose. 




A fine example of how good the enemies get in Quik. This is the fox, 
grinning devilishly as he hurtles towards you on his bog trundling 
thing of death. Quid looks a bit worried, and understandably so, 
because the finger points upwards, the joke points downwards, and 
the only other way is back 




Collecting the clock near the end of a level is quite *t\ achievement, 
marked by a quick pose with the girl (who serves no purpose, other 
than to look like of a bft of a bimbo) and the eagle who suddenly 
becomes your friend. Then it's back down to the bottom, and quickly 
on to complete the stage. 



. 



THE VERDICT 
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Regular readers of The One will no 
doubt remember a recent competition 
to name Titus' new game, featuring a 
little rabbit. Well, here it is, and it's 
called Quilt (derived, unofficially, from 
a popular powdered milk drink). Reg- 
ular readers shouLd also remember 
Titus' previous attempt at a platform 
game. Super Cauldron, which didn't 
fare well at the hands of The One's 
platform specialists. Credit to Titus, 
though, it stuck with it, and has now 
produced something much better, 
although ultimately unsatisfying. At 
best Qulfc is a very fast (quick?) plat- 
former, with sparsely-populated levels 
and loads of open space to gambol in, 
but it loses points because the action 
stays the same despite a number of 
different graphical changes. Opinion is 
divided at The One over the graphics: 
Simon and myself reckon that the 
main character lacks, er, character, 
because he's got a lot to live up to 
given the imagination and style which 
so obviously went into creating the 
enemies. Harry, however, "likes cute 
fluffy bunnies," apparently, and so 
loves the game despite never playing It. 
It would be unfair to criticise Quik simply for 
being another platformer, because ft does play well, and it's 
only marred by a few areas where you leap blindly down a 
hole and end up losing a life. The majority of these death- 
jumps are indicated by a pointing finger, while signs 
marked "JOKE" signify dead-ends. This Is presumably an 
example of French humour, but to me it just got tedious 
after a while. Still, Quilt's gameplay is polished enough, so 
at least these traps never get frustrating like in some 
games. And there is at least one area — the aforemen- 
tioned canyon where you have to avoid the eagle and grab 
the clock — which Is original, playable and refreshing. By 
now I would hope that you know what to expect from a 
platformer, and as long as you're not under any delusions 
that Quik is some kind of revolutionary example of the 
genre, you won't be disappointed. 





The future ASOO release is likely to feature fewer 
levels of parallax, but details are sketchy at the 
■no. On the CD32 front, however things are look- 
ing much better — a tweaked, revamped Quik 
will be released later this year. 
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Time now to leave the relative tranquillity 
of the beach and journey into the arcades 
for a quick game of pinball with Simon 
Byron and Infogrames. 




You can play any of the tab lei 
by selecting Arcade Mode. 
There are three themed tables: 
Wasteland, Antarctica or 
Heavy Metal. There are alsp 
bonus levels but the stupid 
thing is you can select to play 
them from the main menu — 
thus removing any desire to 
find them yourself. Strange. 



I. (ranrif*.; 



nfogrames has shied away from 
the Amiga of late (indeed, I 
couldn't name its last game ewerf - 
if you offered me vast sums of 
money) but, for the record, the offi- 
cial company line is: "[Lnfograme*] 
haviM. stopped supporting the . 
Amigj*; whenever we sign up a PC 
game which is being converted 
across to the Amiga then we will 
release both versions/' ~^r 

r/mrn... let'* just pause a while 
and consider this statement. On the 



' threy games to play in ulti- 
'inbjjfhuest. In the Adventure 
lave to overthrow the f 
leases using, erm r a sijjrer 
ahem, pair of flip peri. Yes, 
Surely a bettgr idea 
pt a gun or sairtJthing 
it. f 



fWith 



PC at least, Integra mes \<> a name to 

be reckoned with. Its name is syn- ria?erves to flop and when it does, 

onymouT with such top quality fafcgrames will probably decide that 

products as Atone in the Dark and there's no money to be made from 

its ^eq up I, StvnllstaiKi and Shadow the Amiga and further reduce its 

of the Ct -itno t Admittedly, these planned releases. However, if the 

games are best suited to high-end I company got off its backside and 



? 
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PCs, but conversIBB across to th 
Amiga has been made possible wi 
the advent of the A1200 and CD 

So what do we had* here? Why 
if sTjone other than a pinball game 
Oh good. Actually, wji just 
remarking to the rest 
about: how both Pint 
and iffusians were c 
and how we could do 
half-arijed flipper simulation 
of co u«U wasn't So in 
UttimatWPinhoU Quest to 
needs tope something quite special. 

Still, ax least it tries- For your 
money yoli get three fairly large 
tables whidJigroll vertically and — 
get this — m plotl I was under the 
impression that no-i 
able to istcorpoc ate a 
pinball game 
totally incongruous 

right. c^^^^^m 

What really makes me cross 
Is this: Ultimate Pinbati Quest 



converted decent games like Alone 
in the Dark, it would soon see that 
there's nothing wrong with the 
Amiga — it's just that average 
games don't sel by the truckload. 
Depressing stuff, isn't it? 





has a cleverly-designed 
sends the ball out of 
times out of ten if you pull 
back all the way. If we had 
in the office which debit- 
;c every time we uttered 
a profanity t*ien this game would 
have cost me a whopping £6.45- Per 
minute. 



A500/600 




Publisher.- Infogrames 
Deveiopw: 

In- house 



£25.99 Out Now 



I THE VERDICT 

Obviously one of the most important 
things about a pinball game is its ball 
routine and Ultimate Pinball 
Quest's is competent enough. So 
Infogrames' release should at least 
equal 21st Century's, right? Wrong. 
Sadly, playing this game reinforces 
how excellent Illusions and Fan- 
tasies are. Although the long tables 
are a nice idea in theory, they fail to 
work for a number of reasons. Most 
importantly! it's damned frustrating. 
It takes an age to get the ball up to 
the next set of flippers and more 
often than not it returns back down 
within a matter of seconds — blim- 
min' annoying, I can tell you. The so- 
called 'plot' adds nothing save the 
opportunity to sketch some scantily- 
clad ladies. It's a nice idea but why 
bother? A decent pinball game 
shoujd be able to stand on its own 
and not have to lean on fancy plots, 
And anyway, if I wanted something 
with an in-depth storyline then I'd 
buy a bloody book, right? The pro- 
grammers' time would have been 
better spent designing tables not 
drawing women. The way the tables 
are constructed has meant that each sec 
tion is relatively empty. Apart from attempting to blast the 
ball-bearing through the next pair of flippers, there's little 
of interest. Pinball Dreams and Illusions are fantastic 
games because there are always plenty of things to do and 
special targets to aim for. Nothing holds your interest in 
Ultimate Pinball. If Infogrames spiced up the tables then 
you'd have quite a groovy pinball simulation but as it 
stands it's just boring. At least Total Carnage was funny. 





Look Infogrames, why did you bother with this? 
Convert Atone in th* Dirk. Or Alone in the Dark 2. 



Tr&Hter *A\4it< Order 

Please send cheque/PO's (made out to Premier Mail Order), or advise Visa /Mastercard number and expiry date to: : 
Depr THO 21, 910 The Capricorn Centre Cranes Farm Rd Basildon, Essex 5S14 3JJ Tel: 0268 271 1 72 Fax: 026S271J73 
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Impossible Mission was 
a doubt, an absolute co 
game first time round, 
ly coded by Epyx (and not, 
would have you believe, Thi 

it combined a number of 
v strategy and puzzle elements 
to prSduce one of the longer-lasting 
snac m of the time, 



couldn't help but enjoy 
bounding that was to 
throughout, not to mention 
satisfaction gained by out 
those annoying robots 

ihwrnjiiiftaPijiMiii 





operation robot called RAM ft (or 
XR22W3F to his friends* 

The manual is kind enoujfh to 
avoid embarrassing us with some 
ploppy plot so all you really n#d to 

>ss a number of immense 

siding nasty robots and cul- 

jarts of a jolly important 

if chip' which must be 

Jf courseTtnere's 
amount of platform-leaping 
en route. Great, eh? 

I'm getting a bit bored wi 
irrtro to be honest, so t'm off 
- iJJ ' M ^""" jJ " 



■ 





of the levels are quite wide, and though tor most part 
an run and jump your way across the sprawling areas, 
often you'll have to take the feus- Of course, when I say 
mm', I actually mean 'the trans-uhi-level-automatronk- 
cle' or something. These lads can be as simple as moving 
tatforms, or as 'interesting' as car-like thingies- Whatever the 
"» they all do the same thing, and once you've jumped 
rd {not as easy as it sounds with this control method) 
tand back and wait for your stop. Mind the gap. Mind 



Scfiere we are, an embarrassing 
a mo wit of years on (and still Jfi .^ 
p layiHg games like the chil- 
dren flou are — Harry.) faced 
with k follow-up — \mpossible 

changed? Well, apart from tl 
date, not a lot really Etv 
Atombender is still being a g 
you're still up against a hu 
number of robots (bein g ju 

ha 
and you still somersault 

er, , welt trained 'som- 

erer L ,.er', 

can now play as one of 

appears to do thing* 



The Veftict. You coming or what? 
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as a 
gan 
like 
ersa 
Vj 

each 



almost identically, It's always 
nice to have a choice isn't 
Tasha is a hyper-gymnast [c 
mama!) who graduated fro( 
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Thgugh most of the terminals found 
around are either of the information 
or inventory type, two on every level 
contain short games which, when 
beaten, give access to either a circuit 
piece or a power-up. One is a 'follow 
the sequence' affair, while the other is 
a short shoot- em -up. They do get a 
bit harder as the game progresses, 
but they're not exactly earth shatter- 
ing. Just tedious. 



ty inl2023 as the youngest 
wormn ever to receive a PhD 
in Applied Cybernetics Thanks 
to SiKThreads implanted into 
her rjBrvous system, Tasha has 



anc 

^!3 



ically induced strength, 
and agility. 

The other two character 
are a Riot Ranger name 

EiiliM Fly, and a aafrt 



"I 



mid somersault over a killer droid, desper- 
ately trying to get to the network termin. 
These terminal can be used to locate otl 
specific terminals, as well as allowing y< 
re-shuffle your inventory, not to menttc 
solving the circuit puzzle once you have a 
the pieces. They're always worth logging 

u'll return to the last visited tt 

Id vou be killed. 
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If you like cheese, you'll love these! Yes, gadgets and thingamies 

ippty in IMP 2025, and here they are in all their glory, 



No real surprises here, my 
friends. Once you've got a needle 
gun, pull down and fire to, er. 
well fire, really. You only get one 
shot per gun, so make lure it 
ts- In honesty it's easier to jump the 
smaller robots, but it does come in handy 
when you've got a couple on your tail — 
not to mention getting rid of those huge 
guns on the later levels. 
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I know this looks quite smart, 
but it's not quite as funky as 
t'would first appear. This is basi- 
cally a package that allows you 
to 'dress up' as ED209, thus eon- 
fusing the robots, and granting you tempo- 
rary invulnerability, The only problem is, 
that while you're busy being 'Robbie the 
Hob of, you can't jump, search, or fire 
(even though you appear to have an enor- 
-is gun). As you can probably imagine, 
is therefore a bit of a waste of time, as 
spend ages waiting for the effect to 
ear off so you can get on with the game. 
■ "*eH, nice idea lads! 

Worth its weight in gold, the 
Auto- solve device will sort out 
the circuit puzzle for you (pro- 
viding you've got all of the 
pieces, obviously!)- Having spent 
[redibly frustrating half an hour with 
larry, desperately trying to complete the 
tiding puzzle manually, I would 
'Commend that you always, atways spent 
xtra time necessary to find this 
e. Once you've got it, just sit back and 
atch as all the bits slip and slide into 
lace before your very eyes. The magic of 
iavid Copperfield, the magic of David Cop- 
-•"ield, Copper Copper Copper Copper... 



- ~ i Yes indeedy 1 We most definitely 
like this little toy. The jet pack is 
about the only thing that saves 
Impossible Mission 2025 from 
becoming completely boring. It 

lilOWS you to pflSS through platforms from 

below, thus negating the importance of lift 
positions. It also adds an element of shoot- 
'em-up-ness by introducing little spherical 
--ts that float towards you and attempt 
lock you to the ground. 

Zool's back, and this time he's 2. 



J Sorry, my mistake. Thps is, 
i simplest terms, a toy giv- 
ing limited invulnerability, tart 
up to produce a shadow effect, 
fully, you can still run, jump and 

while cloaked, but can't activate 
.her toys until it's run out. 



This magnifying glass is tres use- 
ful if you've got a long line of 
'things' to search, especially if 
they're large items such as cars 
of desks. Once activated, this 
doubles the speed of your searching for a 
L d amount of time. Very helpful if 

being hassled on the toilet by 
s. Or robots, (What on Earth are you 
(king about? — Simon). 
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Boring boring boring! Yes, as you may 

have gathered, THIS CAME IS BOR- \ 

INC! I'd love to give IMP 2025 a good __ 

review as it lumbers along in front of Publisher: MicroPros* 

my nose, belching nostalgia like a m-house 

Thames Barge, but it's the sort of 

ITBA Out Now 
game that looks very nice and all that — ___^ 

(if you like Film Noir, which I grant warrf P»k instable 

you was trendy again some time back joutieMteyboari* 

in the mid 80s), but just leaves you Mem I Disks 

completely blank after a couple of 2Mb 

hours playing. To start with, things are 

quite fun, and you'll get some thrills W A 

somersaulting all over the place and 

playing with the toys. But after a Jewel 

or two, you suddenly realise that 

you've now seen everything the game 

has to offer, and you're just playing 

for the sheer hell of seeing what the "lAlTI 

next level's backgrounds looks like. I II /ft 

Forget about the graphics for a minute 

(because they're the only thing that "- 

warrants any praise) and consider the 

amount of 'chuckles' you're likely to 

have running over to things, holding ^^~~ 

. . . . nnii 

the joystick 4 up , and waiting to see if , 

you've won anything. if you get some- 
thing, er... great, and if you don't — 
just move on to the next one and do i 
again. The robots are completely unchal 
lenging in their attack strategy (if you can call trundling up 
and down in a straight line an 'attack') and after a while 
you won't even bother shooting them because it's so easy 
to jump over them. The layouts are straight out of 
Yawnsville, with a number of annoying dead-ends, moving 
platforms and suicidal drops, tempting you to make blind 
leaps just to see if you can kill yourself or not. As I say, the 
graphics are nicely done, with some moodily-drawn back- 
grounds (if car parks are moody) and good animations, but 
most of the pick-ups quickly lose their novelty and can be 
safely ignored, while the 'sub- games' become tedious after 
a few goes. At the end of the day, you really have to ask 
yourself how long people are going to want to run around 
searching inanimate objects for, and if my experience is 
anything to go by, the answer's "not very long at all." 
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Bath A5Q0y&0G and CD32 versions are planned for 
the end of June/beg inning July. The CD32 will fea- 
ture a number of improvements, while the stan- 
dard version should be unaltered apart from a 
slight loss of speed. 



. 






Stripped to his Bermudas we couldn'fWlp but notice 
that Matt "(tad birthmarks all over his body. He 
couldn't quite explain it, they'd always just been 
there. Hmm hmm, hmm hmm." Well, he may have 
the wrong Crash Dummies, but I'm sure we can get 
him to review Virgin's version anyway. 



I'll be quite honest, I know noth- 
ing about kiddies' toys these 
days. I moan it was all quite nice 
and simple in my time; you had cars, 
you had soldiers, you had sisters. 
Lovely jubbly — super easy. Nowa- 
days, you don't know whether little 
Johnny's playing with a nice little 
pirate ship, or if he's about to twid- 
dle it around a bit and it turn it into 
a huge monster death bast' robot 
from hell, That squirts fluorescent 
green vomit, Or something, 

I'm reliably informed, though, that 
the Crash Dummies not only star in 
their own cartoon programme, but 
also have a number of 'action fig- 
ures' (Action Men to you and me) 
which fall apart amusing ways if you 
throw them against a wall — which 
is, funnily enough, exactly what used 
to happen to my Action Man when 
he wasn't 'doing it' with my sister's 
Cindy doll! 

Apparently, these particular Dum- 
mies are more into road safety than 
anything else, forever spouting a 
number of useful messages on how 
to cross the road or how to fasten 
your seatbelt, etc. Of course, they 
display their message by demon- 
strating how not to cross the road, 
or not to buckle your seat belt with 



hilarious consequences. Just like in 
Dad's Army. Probably. 

Anyway, in Virgin's game of the 
same name, two particular Crash 
Dummies, Slick and Spin, have to res- 
cue Dr. Zub, who has been kid- 
napped by a nutter called Junkman, 
This git just can't wait to get his 
hands on the good doctor's latest 
invention — an invincible robot 
body, and apparently things could 
get very nasty indeed should this 
discovery fall into the wrong hands, 
Basically, then, it's down to you to 
work your way across 15 Levels to 
reach the aforementioned nasty 
geezer's lair. 

For the most part. Crash Dummies 
is standard platform fodder, com- 
plete with er... some moving plat- 
forms, springboards, electrified 
floors, and a whole host of baddies 
out to get you. 

You have a limited supply of span- 
ners which can be used as weapons 
and more are available as pick-ups 
later on, You'll come across the odd 
screwdriver which acts as a health 
bonus, magically repairing any dam- 
age your dummy has incurred. I feel 
l ought to mention that as damage 
occurs, your limbs are amputated 
one by one. This is a touch disturbing 
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to start with, as 

you find yourself 

hopping about 

on one (eg, then j,, 

dragging your 

mutilated torso 

along by your arms, The arms dr 

last to go, One at a time. Is th 

entirely tasteful I wonder? 

Dismemberment aside, there 
nothing here that you won't hdn 
played before a hundred times, bu 
who's to say that it's good or bad 
Oh yeah, it's me isn't it? This way t< 
The Verdict'. 




In an attempt to break things up a 
bit. Crash Test Dummies comes com- 
plete with a between-level challeng e. 
Here you must pilot a test car across a 
test course, doing your best to avoid 
piles of test bricks, test crates, test 
battles etc. before you finally embed 
yourself Into a test wall head on 
("buckle your seat belts kids!"}. This 
serves as tittle more than a tea break, 
but at least they made the effort, 




This is what you're after — the End Zone jump pad. This is a larger version of 
the spring pads you'll find around the platformed levels, and will launch 
you through the air and on to the next, er... tone. If you're wondering 
what I'm doing here, I'm sliding along on my bottom which is, inciden- 
tally, very handy for getting past some of the flying baddies. 



OUT ON A LIMB 

I realise that Monty Python perfected the amusing art of dismember- 
ment in Thf Holy Grail, but Crash Dummies has taken gratuitous 
amputation to new heights, with the first torso-only main characters, 
in gaming, this is not the generally accepted er... shape for heroes, but 
it must be said that a torso is a hit more useful than you might at first 
imagine. Let me explain... 



Here I am, feeling quite happy, and sporting all 

four limbs. I know I run a bit disjointed ly, but 
what the hell, I am a dummy after all. 



Oops! A. brief collision with a small aeroplane and 
one of my legs appears to have fallen off. Never 
mind, in true 'My name's Spiggot, I've come about 
the part as Tarzan' Style, I'll just use my remaining 
leg to hop across the dangerous terrain. Sorted. 



□oh! This really is getting a bit silly] Now I've got 
to drag my legless body across the floor. No won- 
der my hands ar» in the state they are! Anybody 
got a, skateboard? 



See what happens when you bite your nails. The 
only chance I've got here, is to sort of hurl my 
weight in the air and use my remaining arm to get 
some forward momentum. Oh look, here's that git 
responsible for chopping off my leg. Come here, I 
wanna' bite ya knees! 



Oh great! Now I look like a jelly bean! This really is 
the last insult. All I can do is chuck myself along 
and hope that I can reach that screwdriver before 
someone kills me. 
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Versatile chaps these dummies, aren't they? By collecting the special 'A' 
icon (left), you can inflate you dummy and pilot him around for a limited 
amount of time, flying over nasty obstacles, and generally zipping 
around the place. Seme levels are centred around this style of play, with 
you floating from pick-up to pick-up, trying to tamp let* each journey 
before the effect wears off. 




What platform game would be complete without the obligatory end-of- 
level guardian? So what does Crash Dummies have to offer us? Well, how 
about a sort of big machine with a fitted egg whisk? No? Okay, what 
about an enormous demolition crane, complete with huge swinging balls? 
(Oh please! — Simon). Well, whatever your fancy, chances are you'll find 
them here —funnily enough — at the end of each two-phased level. {Is 
that French toast being fired at me or what?) 
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Bloody heir! I quite like this — how 

embarrassing! The reason I say "how 

embarrassing" is because when I first 

loaded this up, I called everyone over pvbHthf, virgin 

to my screen for a good laugh. I mag- tn-house 

ine, then, the disbelieving looks I got *■"" "^~" ^^~ ^^~ 

£19.99 Out Now 
when I claimed to be enjoying myself, ^ _ 

Yes, at first, Crash Dummies looks as ■** "*«• Di5k te * H « 
though it should be a crap budget joystick 

release, but once you get past the first —-■■■■-<■■ 
two dodgy fevels and on to the more 
platform -oriented stuff, there's actu- 
ally some decent gameplay in there. 
Sitting in the office next to Harry is an 
interesting experience because he 
often shares with me his innocent 
thoughts as I play games. I mention 
this, because even though something j 
like Impossible Mission 2025 may 
look the part, J have to agree with old f Q ft) 

Harold when he says that "That dingy — 
and repetitive monotony is about as 
'atmospheric' as the gents' at Watford / /Y 

Junction. At least Crash Dummies is 

fun!" CD's graphics do deserve a fair J ^~ 

D 1UU T 
beating because there s really no rea- , 

son why anyone should have to resort 
to crappy-looking characters these 
days, but again, better to have a pooey 
looking game that's okay to play than a visu- 
ally breathtaking one that's crap to play. Microcosm. (Oh 
sorry, just clearing my throat!) The difficulty level is quite 
nicely set, giving you enough to worry about without leav- 
ing you feeling as though you won't get further next time, 
and though some bits are a tad frustrating, you will get 
past them eventually. It's also good to see that a bit of 
thought has gone into the design of each level, often call- 
ing upon different skills from zone to zone. At the end of 
the day I'm not going to award an enormous mark to Crash 
Dummies because it's essentially a run of the mill platform 
game with no particular originality to speak of (except for 
the limb-lopping bits, of course) but in closing I'd like to say 
that for twenty quid you could do a lot worse than this if 
you fancy a decent platform game. 
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This is about an generic a picture I could take of the first level, showing 
some of the items on offer. The small 'test' circles are well worth collecting 
just for the bonus points .while' the spanners add to your weapon supply. 
The other dummy on the bike will injure you should you collide, but never 
fear, the screwdrivers will sort you out and return you to your fully-imbed 
form. This is the worst level of the game, but well worth getting past just 
to pass onto the platform stuff, 







There are no plans to produce a specific version 
for either the A1 200 or CD32. (f I had anything 
more to tell you, this is probably where I'd do it. 
Unfortunately, I don't. Anyone fancy a song..? 
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JIMMY WHITE. 
ILJRE OF TEMPTRESS 
| CUNE 

THE GREATEST 

13.99 





MAN UTD P.L.CHAMP5 ARCADE POOL CHAMP MANAGER 93 

18.99 CD32 9.99 AM 6,99 9.99 
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PREMIER MANAGE H 2 
7.99 



IMPORTANT - PLEASE HOTS 

ttOf -- wilt nor wvk en iSOO 
Hut, MM at U2Q0 
HQ12 - wtU not work on A1200 
I MfC = requlret \ MS of It AM 

• rtttWttem 

AMIGA A12M VERSION GAMES 

AIRBUCKSl.2 m» 

ALFPJED CHICKEN 17 99 

ALIEN SHEEC2 -f m 

BDOt BLOWS GA-ACTIC 1ft :* 

BRUMAL FWTHLh. 0ILUXI ■ 15.41 

R.IRh.r*3Fii,RBER i«,48 

CAPTIVE 2 ■ LIBERATION 2C.98 

ChAOSENQINE 18,48 

CIVILISATION MA 1B.B9 

UENNIS 15 69 

LWNEHIPMf* ....,-.,- aa.46 

HEIMDALL S - BANE OF ASGAAD - i 1 .49 

IMPOSSIBLE MlSSrOr, ■ 23.41 

ISHAH2. LESIONS OF SHAOS . . .. 1BW 
JAflesPOUDS-OPEHATONSTARriSh 19 tf? 

JURASSIC PARK 1 5.49 

KHGS QUESTS 2ZB9 

NIGEL MANSELL5WD=LDCHAMFSMP 1B.«I 
OLTTO LUNCH . .. . 1f)4* 

RYDER CUP ,„.-,...,„..„.-.. 1S,*t 

SABRE TEAM „ 18.99 

SlMLlFE 22.99 

'J.MON THE SOflCERER 24.49 

EOCCEH KID 10.40 

STAR TREK . }JTH tHmH&**1 

(H»WIMI¥(ONLTj..,. ZZ.49 

TFK ILXjL SLFItMBtHl 22S9 

"HEMEPAHK* 2340 

TCP GEAR2i'1ME0: i 1749 

WEMBLEY - NTFRN4TiQT**l SOCCER ■ 1746 
ZOOL 1B49 

AMIGA GAMES 

FOR OUR Full Selection of amiqa 

GAMES please ask for a ffiee 

isjpaQe Colour catalogue 

a-thabiii meg) 13, m 

A^3AIReAJ5..USAVEPSIC*IUlME0l HAS 

ASM APPROACH TRAINER i'l WEG| IE.98 

ADDAMSFAL1..Y<1 MEGh B.99 

AIHSJPPORT 7 9fl 

ALIENS II 66 

*LehlB3£JEPlSi"ECI41.£D(TI0*(i.:iMeGl . B.46 

Al EN a«£D-TO«B ASSAULT- 12.99 

ALIEN HKttU 2 1 1 MfcGl 1 7.49 

AMOTHEH WORLD 11 IS 

AFOCALYPSFrMEGl 1B.W 
ara&aw roorfrs B.4B 

ARCADE POQL<l MELVi .8.99 

ABCHEH MACLEAN SFJOL ... 1?j$ 

ASSASSIN flEMDi S.M 

AWAHD WINNERS GOLD 
ISENSELEF^CCFR Ell'F JIMMY 
WHITES. SNOOKER. BWLI |T MEGl ■ 
5i^ F.TH3 FORTRESS (I MEGl 
BATMAN RF-JHNS 

eATTLEfiLtaa 

BATTLECHESS2 

BENEATH THE BTEEL SKY (1 MEQ| .. . 



BIG SEA f! MEGl ■ 
RILL'S TC*AA TO GAME 

■IRLWOFPREt ;i MEG'. |NCl2| 

ulaCk Ohye'i ii p^eGi 

SCOT BLOWS .'I MEG 

HOOY ELOrt'E GA.ACT1C Ii MEQI . . 

BHIAN THE LION. ,„ 

BHUTA1. =ODTBALL 



CAESER DELUXE 

CAMPAIGN .'1 UEQI 

CAMPAIGN* CI M£G| 

CAMN0H POODM (t MR) 

LI-AUP.JH5HIP HANACC.il 81,94 |l MEG' 
CWMPIDNSHPMAHtGEil 51 M |END 
DC SEASON DATA DISK) I ' WFG| ■ 
C-lAMFiaNSHRMANAflFdHlW 

IJPDATF DISK :i ME3i 

CHAMPiQNSHil* MANAGER COLUECTrCrN 
I9&94 t UPDATE DISK) (1 MEG) 



. 2099 
■LM 

. 17.49 
. 17 4* 
»A* 

1** 

12 ?9 

.1144 

..10 4B 

. 10S9 

. 17 49 

17 » 

UK 

.16 99 

..IB* 4» 

<24r> 

id w 

.mm 

. ..B BS 

1MB 
BAH 
B.9S 



C»lAUPiCM5H.= UAHiCiEfl ITAl A . ■ l.'*8| IT 40 
CHAOS fNOINF 12.68 

civilisation ;i me-3-, 2143 

CjUBFCmBAa-HEkUhlAGERi'lHEGM 29.99 

COMBAT CLASSICS 

IFIS STfilKL EAtiLL 2. BeSATTACK 

Sub. ila'ji vAhKEEi [i meeii inch 2) . .13. na 

COMEATC_4SSICS2 

ISILENT SERVICE 2. F 1 9 STEALTH 

F1GHTEH. PACIFIC ISLAND. I' MEQi- M.tfS 

CDQLSPOT .Ml.4(l 

CORRLIPnow IWSCROLLSI 

CriASlDuMMISSJl MM)- K.ffi 

tHLlSEFDHACCWSE 11 .« 

D.DAV l,MPRESF.h3NS; ,:1 MES)* . ... 21 « 

->f,?** 5THIKF [1 MFGi .. 1»J8 

OOCFitSHT.l MEG; . Z2.-S9 

^RFAy.AKDS 

;TFiAN3ART'54 STORM MASTER. 

iSHARjHMECi 1»9S 

DUNE |' MEG I 11 49 

DUNFl-BATTlf FOflAflRAKHllUia; it 4* 

DYNA BLASTERS iNt i a; 2D4B 

ELITE 9 9B 

ELREii'FHONTIEril! MEQl 1BJM 

emfire5occ«ri:imeq:.-' i»« 

LLH'JI'LAri C' I* MflONS . ' ME.G I. J 95 

E^ECIF THE BEHOLDEH |E5I' (1 MEQ'. 12.49 
ETE OF THE BEHOLDER 2 l'1 MEQI li.49 

F1 nOWF V 1 1 MF7i IT Hit 

FH7A STEALTH FIOMTER S S ;i MECi 22.6* 

Fl9 STEALTH FIOlTER INOP; 2.BB 

RftPltTAuATOft.TMEdj '9.43 

fii*t Samurai - meg* lo mama iTJOiyi 13.99 

FLASHBACK <1 MEQJ.. ?0 Ml 

FOHMUU 1 OFlAND PRiS 21 M 

GENESIAHtMiGj 20.49 

Goal.. ..j 14.49 

naaHAM ecqchi data disk iEM 

3RiHAH OCOCK WORLD 

CLASSC(*CKETjl MEOl \a.t 

3KAMAM rAtLOHS SOCtLH 

UANASER 1 1 UEQ| .. S.« 

GUNSHII 1 MCO M UEQ| fj.*9 

HAHMIHAL(1 MBOJ 1 1* »B 

•CWOALLJBVWtEdFASSARDllMCG.- 21 HI 

HEHCOUESl 2 1 1 MELYl 1C.99 

HIHED EUNi I ME'j. 10 VJ 

-HFVTORYLINE 1»14-H(1 MEfl) _a.» 

HOOK I n- 

Pi- . 939 

NLHANAJCXtE. ADVENTURE 114* 

\DIAHA JOHEE FATE OF ATLANTIS 

AOVENTUHEllUEQj »« 

iNUCMNTuWEOi . HJM 

.poTCRNATIOHAL UANM3EH ■ THE 

WSJHLU LLM LUI r ON 1 1 MEGl i 1B99 

INTERNATIONAL RUESY CHALLENGE 16 99 
l3HAHai.E(K3Ngc*=ChACiSiiME<3;- 11.49 

iShARliTHCGl- 2&B6 

J.AflUAP; X JE20 |l MEG) »,4» 

JAME^PpTJp ..t» 

JFT STRIKE , .17 9ft 

JlKlMT '/ihiTES SNOOKER I.N0I2) 11.49 

JINMER iWSCFCLLSI 4.49 

JCMM MADDENS lUfr. FOCTBALL . .. .19.49 
JURASSIC AARK 1 1 MEG| 19.41 

K?4D|LrT0PIA?|,1MEG| -J 48 

K08 11.46 

kingmaker n wsgi 23.49 

KINL^OJtS.- 2|irvitEl 19.49 

KINGS Q,UFS,T 3 • .10 16 

K9W8 0UEST4 1 1 MEO'i ■ iaA9 

KNGS QUEST* 11 MEG) 22.98 

KNlGHlSQf THE WY(1 VIEGl 12.49 

LAA*aHGHINI 19.49 

LASER SDUAO 9.99 

LEGENDS OF VA»0L« .1 MEQI |NOl8l 13*6 

LElSLlflE3LHTLA«RV1(1 MEOk H.nK 

LEISURE SUIT LMWY 2 h MEG 11. J* 

lEjSljRE Suit lMWt 3d MEJ3[< 12.49 

LEMMINDS2 13.« 

luEHhiNfJB DATA DISK - C* NC4 ... 4* 

t CV6ARD Rac n*lW tin 

^■OST VIKINGS 19.99 

HAELSTHOM 1 1 MEG-I 2299 

VAN LITE- PREMIER LEAGUE 

CHAMPIDNS |'1 UEG| 1*4* 

HMr.CHE3~EftglJ.iTFn 944 

MICRO MACHINE! lit* 

MCrNWOLT 1B.49 

MOHTAL KOMBATlT MEG} JUS 

MHNLTr2> 1949 



NrCKFJU.DO't'BOt.F 

NIGEL MANSLL.S 1VJFLD 
CHAMP'SHlF 1 1 MEG) .. . . 
NC- SECDMD PRI2E 

OVFRnRIVFllMEGg 

OVERLCHOM MEG)- 

PeRihEUOHliMErii . . .. 
P&A TOUR GOLF 



psa golf, may sou 

ADVANTAGE TENNIS 
1 EURO CHAMPS '91 

"SPOHTS MASTERS 

13.99 

14.98 r'JHNACOl* MEGl 14*1 

TROJAh'-ALEXILIClHTPHAZEHGAMFi 4 M 
TURBO TBAK 1 1 MEOl ■ 18.89 

UFG - ENEHV UrfKNOWN {1 MEGh 93,49 
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BENEATH STEEL SKV SENSIBLE SOCCER 

22.49 13.99 



TRIVIAL PURS I " 

CD32 19.9S 



. .. i«» 

, . 11*8 

. KM 

. . 23A9 
. . I9i=i 
10.49 



PIKHAII DOUrVFPACKl' MEGl 
IPtaMLLMEAMSG. FANTASIES! ...2149 



PINRAI I nRFAVIj .1 UEO 

PlNBALL FANTASIES 

po;-ee quest 1 

prjFL.LOUS 2 11 MEGl * CHAI.LENOE 

PATAD-SK 

POWfBMOwGEF , i/wi CATAIR0I2) 

PREMIER UANAjGER 11 WEGI 

PRE HIE F: MANAGER 2 ;i MEOl 

PHINCE OF PERSA.i1 MEG! 
F>»JEC^ s 1 SPECIAL. Epno«l II MEO'. 
PU80SV I MF n'i 
PUTTY 

RAILROAO TVCOON (1 MEGl fjJW) 

RAINBOW COLLECTION 

lULUL.L BOBBLE, HAirfiDW ISLANDS 
NETK 2EALAM5 STlQP.Vi INDF'i 

HEALVH M VIEGl" 

HINBS OF rVEDLSA OCLO f1 MEOl ■ 

ROAR FASH 

RCSOCQPJONOiiri 

flOPKi'SDRIFT 

HULb-E OF ENGAGEMENT 2 

fi.UBl1MEG:> 

SARRFTFAM 

3C=JHBLElU3GOLCi 

BKOND SAMUHAI ;i MELi'l IN012I . . 

dECHE T CF MCNKE'-' SLAND 1 1 MFGl 

SECHET CF MONKS'f SI ANn ? |l y£G 

HNBIILC SOCCE H I »2/B3 SEASON) 

SENSlBL-E SOCCER ■ INIEHNAIIONAL 

LLI' 'Jli (1 MEGJ. 

SETTLEH5 „.,„ 

SHADOV.V1PLCS ifi.11 J| 

SIERRA SCCCFR,'*CflLO ;m>-,n MEGl 

SILENTSERVICEill MEG) 



1,1- 

1499 
1?4» 

2E49 
11.49 
9 9* 

,.T.»» 

rj» 
■rj4j 

29.48 

TC.99 
13,49 



11)66 

11)46 
1U^ 
1D.49 
1 3 A3 
.. S 98 
214rj 
20 SJ 
11.99 

1949 

.1199 
1199 
£4 4,9 
13.98 



SIM city rJ4iLUii€ 
nHHCrTf 1 uruRc cities 1 

TERFIAIN EDITOR^ 19 94 

SIMON THE SGR££F«R( I MEG) 11.49 

EKID MARKS (1 MEG) 1T.4» 

SLEEPWA. «=S 

Bccceniao iiae 

SPACE Hum IS.B9 

SPACE LESEW5 

lWIN0«3MHANC«Pi 

MEGaTCAvEllejr, eltei 1 1 meGi . .. . a so 

SWClAL FORCES 1 1 MEGl ID 99 

JjMlBfiALL 2 B.98 

SPIRIT DF EKC.ALIBIIR (1 MEQ;. (NOP) 9 68 
SPOHTS MASTERS 
.iPQAOOLF lUDVSaO ADI/ANTMB 
TENNIt. EUnOKAN 

CHAMPIDAISHIP'S IB«2)<1 MEGJ 13.99 

STARDUST . . 12.49 

STHEETFIGHTEP 2 1 1 i3 

STRlKEHjl MEG)» £.99 

SL«=HFROj|! MEG) . 



SUPEfl hANC ON 

stipe n rcTRis 

SLlPREMACvii MEGi 

S^NUlCATE.'lHEg; 
~2 ICDIN DPI 1 1 MEG) 

TACTICAL MANAUEH 

ENQL«H LEAGUE I 1 MEGl* 90 99 

italian league i'1 meg". • jo 99 

scqttsh ueague (1 meof ..20 99 
Team 17 collection 
lEODV B.0WS. SUPER FROO. 
OrtPORIVE) 2899 

THE BLUE » THE OHEif (1 MEG) 

T-ECREATEST 

UiMMY WHITES. LU4*E OF THE 

TFMPTRCU, DUNI r (1 UtG) .13.98 



ULTIMA B(N012) A.» 

UP1DUM 2 1 1 MfeE I 17.99 

WK1NGS FIELC CF CONQUEST 1 1 MEG'- 11,41 

WAUOER 96U 

WEMBI.E'rRljgBVlEA&UErMEGl- iT.49 

Mr»(0CO4W»AHCe4l1(1 MM) 991 

iVtfTlR OLTHPiCS 2MB 

WORLD CUP YEAR M 

IQOAL, CHAMPIONSHIP UANAGEF1 94 * 

DATA DISK ^"HIKER SENSIBLE 

soccer) i' mer,i> . ao-es 

WftFATIEST.NGJilUEGl 8 Sfi 

2CCLHMFGI , . .6.98 

IOOL 2 (l MEOl .*.... I9.9S 

AMIGA EDUCATIONAL 

FOR OUfl FULL SELECTION PLEASE 
SEE OUR COLOLiH CATALOGUE 

18 OUT OF 10- EAflLY ESSENllALE. 
AGES i 7 L:HtA^ESA^ DEAL 
FOUNDATION FDH CHILCflENTO 

BUILDON ITIUB. INSTAU.ABLF) 1199 

HJ OUT OF 10- ENGLISH 

AG.ES 8-16 COVERS MAJOR AREAS 

OF THE NA'iONAL CJRRICUUJM 

1 1 I*. INSTALLABLE! 18.99 

iCOlTTOF i C ■ JIjMOR ESSEMTlALS. 
AGCJS B-l 1. BUILCnG FOLTNtiATIONS 
FOH MAN V AHEAS OF THE NA _ 1L*1AL 
CURRICULUM. (1 ME IM9TAU.ARI F| 19 M 

I 9 OUT DF I 9 ■ MATHS NUMBERS 
AGES 9- 16. NATIONAL CUWIICULUM 

I -MB. INSTALLABLE. 18,64 

AJUGCM FRENJH PAC*:(14.H VEARSl 

1MB. OOLflLE AQC GROUP PACK 

TNI PERFECT GCSE REVISION TOO. 22.99 

AWOCM MATHS PACK (1 4-16 VEAflCi 

1 MB.KKrBLE AGE GROUP PACK 

THE PERFECT GCSE Ht¥ SiDN TOOL 22.99 

r Ur, SCHOOL 3 HS-BVpTSr 14.99 

FUN SCHOOL 3 -!S-7YRS> 14.W 

FUNSCHtncii4J5-7VRsi .16.99 

FUNSCHO0l*]ltVRSl .... 19.39 

FUN 9CHQ0L 9«Ci*LS 

MCPUN S MATHS 17-1 1 YH8I 1 7.99 

PAINT NOREATE 6DU AST IS. YRS> .. 17S8 
SPELLING I-AIHI7 13YS5) 17.99 

MCROEnOLISH DVftiTOGCSE 

COTrfOFWS TO NA I JNAL 

CUHRICULLM (1 MB. l« !» 

MlCnG FRENCH. BEGINNER TO DC3E. 
CONFCmMSTOWCLinWCULUMfiMIS 1999 
MICFC GEFMAN 3-EGiNNFH TKJ &CSE. 
ANC RI..SINES5 LEVEL CONFORMS TO 
NATIONAL CUHRlCULUM .1 M9.) 16 99 

MICRO MATHS ' 1 ''RS TO 3CSE 
CONFORUS -O N'OUHSKiLUW |1 MS) ... 1B.B9. 
MICRO SCIFNCF BttRSTDGCSF 
CONFORMS TO N«L«flraiLUU. II Ml). .19,99 
MICRO SPAMSH FJE0.IJJERTOGC3E. 
CONFORMS TO HtjflRlCULuM. jl MB). .'B.98 
NODDY s »K] ACVfNTURE. SEOUEL 

TO THI PO*ULAH NODDY'S PLAYTIME 
SIB!*!. (1 MB. INSTALLABLE) 19.99 

NDCOY'9 PLAYTIME 84IP(F)« KODOT 

TH«Mf D EDUCATIONAL A0V(N«UHE 

StHT* AGES )-, (1 blfl. INSTALLABLE! 19.98 

AMIGA A1 200 VERSION 
APPLICATIONS 

B OE4.UXE PAIUT 4 AGA ENHANCED 
21.40 VERSION FOR A125WANL1 A4O0O PAINT 

AND Animate n up to 25*000 colouhs 

FRDM1S7HLL.ON i^PVB EYTERNAI 
DISK OH HAHD OR'HE REOUIHEfJI ».♦» 



-• J . 

' e» 

1749 
.1249 



....e.99 

19.99 

.. . 1Q49 
»4« 

.. ,.1199 



THE LOST TREASURES OF «FOCC*» 1 

IK. CLASSIC INFOCOM 

TEXT ADVENTUFWS) IB 35 

Tims THE FOS ., B.98 



VISTA P4»C iLITEt CREATE SPECTACULAH 
VIRTUAL WORLCS WITH. THIS P<5lWFRFU 
3CENEHV CREATOR AND ANIMATOR. 
•^PFOlA.. L TE ^RSiON TO RUN ON AI209 
OR AAOWJ. !2 MB. DRIVE REOU^EDl .4499 



A1200 WOROWORTH DEALS 

WOFl&WOHTH V2 AGA WORD PUetfaHfER 
NErt' J1V PRICE .1MB ETfTFRNAi 
DISK OR HARD 0FIIV£ REQUIRED) . 30.88 
WDHOWOHTN V34 AGA WEFO F*JEu=IHf R 
THE LATEST AND GHEATES - VERSION 

of TDf> quALrre ivcflo fvWishfr 

PACKAOE 9 1*. E)CTEHt+AL CKSK 

OH HARD OHIVE REQUIRED) T4.H 

AMIGA APPLICATIONS 
fdw ouh full selection please 
see quh colour catalog je 
amos - easy tutorial '.'erscr- 

0FAMOS.:i MB INS'ALLAHLEl 22.99 

AUQS-PRpFESSIONAl. MORE 
POWERFUL AND PROFESSIONAL 
VEHSlOM OF BEST SELLHa GAMES 
CREATOR. P40HE COMMANDS, MORE 
FLEXIBILITY AND BETTEFLSER 
INTETACEII MB. INSTALLABLE.) 11.** 

AMOS - PROFESSIONAL CDMPILEH 
COMPILES AND SPEEDflUP PHOOFtAMS 
rt'RrnN N AMOS. EASY 4A40S OR AMOS 
F^OFESJiONAL |i Ui. KSTAllAELE. .24.B8 

■URIAIKI BRAND NEW FAST AAD 
EASY TO USC YiPSIQN !>= BASIC, 

ODM^LE TE WITH MAMJAL AND COMPILER 

SYSTEM. THE HOTTEST NEW 

LANGUAGE AVAILABLE H.91 

DELUXE PAINT 3, A VEFW "CWEFFUL 
ART AND ANIMATION PACKAGE W|T>1 
EYTENSIVE FEATURES. A BESTSELLER 
AND A TOP AW.AA0 VYINNLH MANY FONT 
ANO PAHTING OPTIONS AND SAMP.E 
ANMATCIN ANCAF^ INCI LIDFD 
■:1 MB, INSTALLABLE! 14.99 

DELUXE PAJHT4. PAINT AND ANIMATF 

IN ,)PT^ 40*4 COLOUR HAM MCOE 

.1 MB .NSTALlABLEl *•.» 

DmECTORYOPUSA COMPLETE 

CWfeCTORT W* FILE CflOANISlNG 
System inv.<uuABle Foh hahddhwe 
lsehs. |! mb. installae.e'.f 499* 

final writer (helease 2| 
eacel-ent word rjel ishino system 
withoyefi 1o0 typefaces. easy' to 1 

USE 12 MB. DRIVE REOUlREDl ■ 74.99 

HANNA BARBARA AMUATIOM 
WORKSHOP FOR CAFrOONS ETC . .29.99 
HOME ACCOUNTS THE ORIGINAL 
VERSON OF TH.IS MONEY MANAGER 
IINSTHLLAHLEl B.Bft 

HOME ACCOUNT* 2. TOP ( EAtUHEU 
PLRSCINAL FirvANCE SMALL OFFICE 
MANAGER 1 1 MB. INSTALLABLE! 3S.H 

KINDWOHDS 3 FULLY FEATURED WOHC 
P,JBL,,SHER.:i MB INSTALLABLE! 1B.M 

MAKIPLAN 4. COMPLETE SPREADSHEET. 
SJSN=SH S=IAFHCS AND DATABASE 
SYSTEM II MB. INSTALLABLE! ■ 19,99 

•HI OFFICE INTEGRATED WORD 
PROCESSOR SPREADSHEET. DATABASE 
-■■' 3' ri res ivl NS aujSJ sl.55 
MONEY MATTERS rHOME ACCOUNTS S). 
LA T EST VERSION * THE E*CE i.tN'i 
MONEY PACKAGE FHC4MOCITA 
■;i MB INSTAUABLEI 1S99 

PCTAtK GOOOVAL.L* SIMPLE PC 
EMULATOR ALLL'rtlNG IBM PC 
APPLICATIONS, TOHEUSEDDNYOUP 
AMI&4. PLEASE NOTE THAT THIS IS NOT 
SUITABLE FQH WlNRDWS OR HIGH 
ENP APPlCATICNS REjOUIRES MS DOS 
3.3 OR AGOYE. ■; I MB. INSTALLABLE) 34.99 

PEN PAL. EASY TOLrSE WOOD 
PROCESSOR. II MB. INSTALLABLE) 37.99 
PReFE*l*0NAL*AGE4 ekCEluENIT 
DESK TLV HUHLISHING Sl'STEM. GHEA' 
I- EA TLFlEi AND EASY TO JEE 
\SKB. DRJVE HEDU.HEOl . tt.9* 

PUBL'SMEH .PAGE ^AYOUT PACKA3EI. 
INOI2 I MB, EXTERNAL. DISK 
ORHAFIDDHIVFHFaUFlEOl 1»,9* 



AMIGA CD32 CDs 

FCfl OAJH FULL SELECTION PLEAS6 
FJEE OUR COLOUR CATALOGUE 

ALIEN BHEEO S.f 1 QWAK 

AHABIAN NIOHTS IAOA'. 

AUCAM PCOL ■ 

ASSASSIN SPECULEtHTlONI 

ANU O'.'ERDHIVE • 

UANSHEE . 
BATTLE CHESS 
BRUTAL FOOTBALL 

EUBBA N' STIT, 

CANNDH FDDDEH* „„„„ 

CAPFDE 2 ■ LIBERATUN ,. 
CASTLES i 

CHAOS ENGINE 

DfG£N£PlATtDf4 

DISPOSAB.E HCRO > 

DIZZY CQLUECTWN 

ININE DULJY GAVESI 1(J 

DCfM 194 

ELITE a _ _ 19JJ 

FURY DF THE FUHPIES 7 -It 

GLOBAL EFFECT . 19 49 

<JUN3H*»« If* 

HFJWCAU.2. atl 

HERE'rtlTH THE CLUES . . lUt 

^JM4NS 1 i J 

UPOSSiRLE MISSION ■ 

KIDVICOUS- IM 

LAB* NINTH OF TIME IM 

LEMMINGS* . 

LTTXOrVIL . 
LOST YIKNI3S ■ 
L0TUSTJHlLOQY!L0TUSl,2.3| .. 

MlCPOCOBH 

MOflFH " i 

MA UOHTY ONES' 

MCKFALDO'SGOLF- 

MOELMMtHLUI WOHlOCMA»*ishi- 

NOseCONL- PRIZE 

PINBALL FANTASIES 1| 

PIRATES GOLD II ■ 

PRO.IFCT * ST« =17 CHALLENGE U 

ROBOCOD IJAA4ES PCT40 2| ... 3 

SAilPjt TEAM- _ 

SECOND SAMURAI '. 
SEEK A DFSTRQv 

SENSIBLE SOCCER .. 

STRIKER- 

SUPER STARDUST 

SJPEP=HK3 ■ 

TFKinjJESFPT'64: ..27« 
TRIVIAL P4HW4PT lf- 

ULT9HATEEO0YBL0W« 

(KOI 6L0 WE I KOt ■LOWS GALACDCI 19M 

WEMBLEY' 4S1TERNAT10NAL SOOCEP. .. 1UR 

ZCOL UJK 

IML 2 1*J* 

DIGITAL VIDEO CD's 

DIGITAL VIDEO CD's FOR CDS? OR CO 
FITTED *TH fMv ADAPTOR 




Ftttl PRINTER LEAD 

WTH ALL PWKTER* 
PANASONIC KXP2123 
COLOUfl PRINTER 

34 PIN SO COLUMN 'i!J2 C FS.fWI D 

7 FONTS (1 SC.A.AHI F| FyTRFMFl T 

DJIFT 3M t, DBA N03E LEVEL WITH 

' - L'. W^*HU^i\;H " H HYL1PD 

FFrOCESSOH I ^EARWAHRANTY 

CANON EU-2IH BUBBLE JET PfllNTEFT 

CANON BUte-SSl FSU6BLE JET PRiiNTEH (NEW LOW P*||CE| 9«.«B> 

CmiEMABC PFIINTER WITH COLOUR KIT. 34 PIN WITH 

FfiFF FAJJY9TAHT SOFTWARE FOP AMIGA AND PC 1M.99 

CJTIiEN r RACTDH FEED KIT FQH CITIZEN A6C FIWfTER . . . . JT.99 

(UTI?TNj;WftrT»«PBirJTCF>WTTHCClLCiLlflJ(IT24FW . . tH.H 

; jT?m'j»3W!w j«e '*«h*>y(pjw^*j; *:»:>.'»*?■ :i>.5m. jv»j» 

rtNSIUNiiAWJWi'l 'U:fW ^rVKAriT>>iPHINTijtMLrT* 

FROM CJTI2EN SWIFT PR1NTEHS OLi'STANniNr. RF5U.TS , liOfl 

EPSON LO-iod SRiNTE P 24 Pin . . 1 59.99 

EPSON LQ-lSflPFtllYTER SARIN !14.« 

EPSON STTLUS BOO INKJET PRINTER 



INKLAHTHraEIELACK,FCfiCAWhFW-l6EXORFLJ-lOSil ^.M 

INKCAHTRI,-X5i.lFa.ACKtFORCAJSIOrtBJ-2M 23.69 

INKCARTRiK£.8lJiCK|FCft«PSC«sTYLJU6B«)r>R1wTE*l 11.98 

IU" L:AHTHoaElBLACK|FCfiHFCESK.£T5.1i:=CNTER S% M 

INK CAHTFMDQE |BLACK| FCR HP D6SKJET PORTABLE PAINTER 19 68 
HIBUQN iSAACK;- for CITIZEN JJ,. Jflft 2}4. 246 OH ABC PRATES .. *M 

HIRRON OBLACK)FC*i CITIZEN ■? » OR 1200 PRINTER EJN 

RIB60N JBLACK) FOR EPSON LO-1M a.99 

RIBBON i*LACk; l OH EPSON LOI9C PRINTER a.99 

BrSBON (BLAGKIffift PANASONIC KJtP2l21'C, KKPJltv 109^ 

RIBBON .BUCKIfCFl 5»AR .C130ORI.CM =F fJTFR , (t9 

HIBBON .BLACK! Fr:~; S"i=:.r:J>1 PR.NTFR . .**» 

RIBBON lBLACK:FOF 1 .3TAn^C2l.-iUpRlNTLP 699 

B4B80N ICOLOUH; fO- 1 CI I litN 3. V. 24, 2flC, 224. 249 OR ABC ..1499 

R4JRONiCOLC4JH)FC« EPSON LO1S0 1£» 

R4BBON iCQLOJH: PDA. PANAEfflMC KJIP21 E3)4. KKPVlW 19.19 

f*E43NiWLWH|F<HSTAR'LeiOORP*nTH T.99 

l?llBC»II.COLOUR|FC4lSTARljCiYJ0Pn*rTER 11.99 

FPJ HTtn SI AHLl IOH ANY FHINTEH 7 « 

PRINTEfl LEAD (PAFiALLEL)IS METRES FOR AMIGA ST OR PC . . . . 7.B* 

PHIN-FR I EAC .'PARALLEL) 10 METRES FOR AMIGA STOP PC 10,99 

PRIN-E1 LEAD (PAAALLlL,SM«Tpl§SFOPi AMIGA STOP PS IH.B9 

OUST CDvEH FOR B<) COLUMN PH|MTE*HCLEA.HPYC| 4.99 




WULTHEQA 

PORTAALE 

MEOACrRIVEA 

HEOACO, 

fr*RtAU-YA 

SHAFT P*C£ 

OF KIT 

325.99 

MEGADRIVE GAMES 

WE ONLY BELL BEHJHE LK YERSCW 

AL/HrlN 9*9* 

ARJEJ. - the yrnj= MERMAID . 1M9 
■APJOCT SHUT OP AMD JHM ... »JSB 

BUBSY BOBCAT 17.99 

CHAOBE94BW1. 3BLBB 

~'MC* _ ITJ9 

PA47W- «*f 

W 1 <Tj* 



BMFdQffo I- 

~ni 

— JS 

B OMC LWl NOA LL 
S PEED RACER'. 
■mPHLLl . 
SrHtfclHaHTEH 
iTFBFTBOFFWae.2 
9TMtT*4rnMt« 
*jper»3c*:off ... 




POAMFLATMGAMri. 

HA HJflOPEAN TTK* 

PC*Ul£KJB 

RB,I. BASEBAUW 

ROAD RASH 

HOADPWMi 



OO MUtH POND 25 ... 14JH 

«openitoHACO ... 



Kft/.'.: .:: .. .. 
iJAWAMDfcAflLJ 
VWTUARAC9IQ. ... . 
■IfW^TEFLOLYWICS. . 



»,»g 
tut 

39.99 
.24.91 

"vtm 



SUPER NES 
tMARIOAUJ. 
STARS GAMES 
tSCOKSH 
UGHTQUN 
*8IX GAMES. 
VESI9NES + 
OUN 1 14 OAHES 

114.99 



SUPER MES GAMES 

*t ONLY SELL BEMJ9E UK. VERBC9IS 

ALADDH ..41J9 

AJJEN VS PREDATOfl ' MJJ9 

BAHKLEY SHUT IT AW JAM- 929*1 

BATMAN RCTURMB , ... 2999 

CHAOBEMJINe- 43.09 

CLAYPiGHTEna _ 4 IM 




ANnfiFW LLOYp WEBBER 

FJFu'Efi^YHi.lSCOPHflt _ 

»LACKftAIN|IBl 

BOB WU4LEY ■ THE LEGEND 
BCfJ^OVI ■ KEEP THFFAfTH 
FJRVfcM ADAMS -WAKING UP 

THE NEIGHBOURS 

CARTOON tAHNIVAL |U) 

FATAL ATTRACTION |191 

GHOST (15| 

HUNT FOR RED «TO.|ip) {1*) 

INDfCENT pnoPOSALllS. 

INP ANA JONES TELOLE OF OOOM (BGi 

INKS -LIVE BABY' live 

LlCtjELPIlCHIEBAtKTOFHDIJT ... 

NAKED GLNi 1*2(151 

PATRIOT GAMES H 5) 

RAIDERS CF THE LOST APJt (PG) 

STAR IBtK I iFTiJ 

5TAH TREK « (TO) 

STING- TEN SLIMMONFR STALES 

THE CURE 

THE ESSEIYWU.PAVAROTTI 

THE UNTOUCHABUES iPLVj 

TINA TUHNEH- LIVE M RID. 

TCPGUNfPGI 

WAYMFSWDftlDrS'. 

WITNESS (14) 



II 



.11. 

'!« 
IS.99 

■is.-it 

1S9* 

IE* 
IS 99 

1SK 
1=.* 
,1999 
1(9* 
1S« 

1i9t 

1S»» 

it:: 

14*9 

Mm 
is- 



AMIGA CD32 






rWfc(ULAC«RAEwa.... 
C++3UWS N 9HC4rnF7\ 

QQDfl .« ... . 

GOLDEN AM J ......... ^ .!. 

iTBBTHEAVYTIBGlHTS 
TAfll 



HULK- ... 
■flHWATiaMtL WlKSSY 
JOMNMADOENB8 

HOOKEY 



JSBHS&V^ 



LETHH. EWQnStn [WITH GLAfl 
" " CHALLWoe . 




CUPnAUA-99, 
" EUpn HAM OH)., 
IDOMHLB ,.,^. .... 

MCKEY' MOUSE .. 

UOROUACrWES 

MORTAL KOMAT 

HUJAM 

NHL HOCKEY*! 

NHL FA ICE HOCKEY -93. 



. 1T.99 
. 1TJM 

1996 
. 4T.» 
,99.99 
.32.99 
. 39.99 
.31.98 
. 19.90 

19.90 
,40.99 

.MM 

.4999 

54.90 

17« 



1799 




FUNTRTC4JES ■ ... . 
INCfleTj93L£HULK' 

JOHNMAIKieiW , 
JUNGLE BOOK- , . 



T9.W 

«C 3, COLUWNt. TEW**. 

rn@K9iPAMAM|UllT 



ADO U* FOR ItAJH* ADAPTOR 



GAME GEAR GAMES 

ALADC4M _ 24JH- 

CHAKAN- _ 23.00- 

COLUUNH 999 

HSHTtTRKE 24.4* 

tCHANA JONES 3 ■ 22.99 

MrCflQ MACttNEB 24.B0 

«AJAI* SH.W 

PETE SAMPRAS TENHS ■ ».« 

FtNjMLWZAW' 22.90 

uebocoer 22.90 

ITt* 22.00 

it 14.00 

;OHACe „ 



KRUSTVS FUN HOUSE ._ 

1EBEND Of 1»E MYSH3AL HHIA 

l!THALtMW)RCER) 
MAflB ALL STARS 
MEOAUANX- ... 
MOFTAL KOMBAT 

NBA JAM 

NHL#A W KM HOCtOJY 

PACATTftOK* ^,. 

POkATOUROOLP „ 

FOMC AM D ROLL RACWO 

MJCfTY I'.'..'. 

BUABHTTiHNIS- „ 

9RfCTRI- 
BPEED RACER' 

STAFTWHQ _ 

STREJETFKJHTEFtl 

JiTF«3ETFiaHTiR TURBO 

Sl#4BFT«IOPRB , 



tUPtn UAA9Q HART 

SL»Y|tt METffiOlD. ,„ JEU!1 _„, _.„ 41JJ* 

VOUM UnLjH ,„ „'_,T, 4TJ* 

ABKABOLrTQjLMEBOY 



l[ 



CD BASED C0NSO.E WI'H 
A.iaM 32-BIT POiWER 2*2 QtQ 
COLOURS FHOM A PAiLETTE 
OF 1 6.7 MILLION, 2 MB RAM. 

FAST 14 MHj 36020 
PROCESSOR. PLAYS, AUOlC 
MllIrT ivB3. CD'S VIA ON SCREEN DISPLAY 
i.. Wmm AMD DIGITAL V DEO CD i WI T H 
■ .ilLlttiF^WlBBBSRIBBsi OPTIONAL FMV ADAPTOR 
AMIGA CD32 SPECTACULAR VOVAGE PACK 
WITH MICFOCOSM AND CHAOS ENGINE PLUS ADDITIONAL 
GAMES - '.VING COMrAANCCR OSCAR. DIGGERS. DAhGEFOUB 
[STFrfETS-OWLY WHILE STOCKS LAST 230.DO 

FLUS TWO PACK AVAILABLE ONLY WHEN YOU GLY 

.A OWE ELTE ?CO AND TRIVWL PURSUfT CO . . AIST ADD ».tf 

CDWUDDCmt fOtl HKffim VSlED-EL DKWDLi 

• ■ i< ..■,?.■•>. it ,',,;.■ ,'.': _ .mi it; ;. if.- a 'fjiv m &.¥$% 

MAT PEA7UH£ FULL MOTOV LJ|DE6¥AMEFtAY 
WPLY SLOTS INTO BACK OF CD 3S 

COMMODORE 
CDNTHQL PAD 
(■J* 

DYNAMIC* I 
CONTROL PAO | 
FOP CO 32 
1»W | 

0UICASH0TS0UNDMATE4 
STERED SPEAKERS i-AIH'. 
FOR AMIGA. CI' 32 DR PERSONA! 
STERED VOLL.ME AND RA.ANCf 
CONTRCI , RASS ANC -RFFi F 
BDORT 4W-.1W 1.1-lf. :": 

m.M 

9CR9IN99AT ISTUIIO 
EPE AltERS PAIR. FOR 

auua. r-ri'i: .in 
PERSOMA. STEREO 
13.99 
SONY SflSA 30 PORTABLE SPEAXER9 
WIITH3L..L'' IN AUFv.FIER OMOFF SWITCH 
VD.JME COIyTRlK. QSMULVAhCTER 
SPEAKERS. IDEALFOR USE WITH lYALKUMt 
U1SCMAN. CD32 OR AMIGA 349* 

H Fl AUniO LEAD- AMHA J CD3S,'STTOSTFW : 399 

HE&ALIFSffi FILE DRAWER lagCAFAC'i I ''I .IS! 

SCHEENBEAT MAMS. ADAPTOR FOH SCHttNULAl SPEAKEflS 791 

'■ -' 






1VILISATI0N AGA 

1B.99 



SPACE LEGENDS 
9.99 



SPEEDBALL 2 
6.99 



SETTLERS 

23.49 



ELITE 2 

18.99 



SKID MAHKS 

17.49 



BEST DEALS ON AMIGA A12QQ 

ALLA120aslNCL.UOe. 

MOUSE, BUHT-IH TV MODULATOR 

2 MB BAM EXPANDABLE 10 10 Mi 

FAST 1 4 MHZ MOJO PROCPSMH 

M€W AGA GRAPHICS CHIP SET 

256.MM SCREEN COLOURS PHOM IB.JMILUQN 

4 CHANhEl STEREO SOWS 

BtlllT IN FLQPPT CmSKlWWE 

BUILT IN INTERNAL HANf] ORIVE INTERFACE (IDE) 

AND 1 YEAH IN-HOME SERVICE WARHAHTV 

AMIQA A12O0 2/D DESKTOP DYNAMITE 

WITH (MOHDWOFTH 2.0 AQA DESKTOP 
PUBUShER DELUXE PAINTt ru ASA PRINT 
MANAGER. CSCAH A* MNNIS MO.M 

AHIC1A AI?OD WSltTDPOYNAHrrE PACK 

AS A HOVE Wit H INTERNAL 2.B ' HARD DHIVE 

AIJWS/lJTDYNAkATEt 127 MB. Ml VE ... 520,00 

AlHBifcOQ LYrNAMTE , HftMB WIVE .... 570,00 

AIS90?,.g4Dl>YN4M TE ■ 340MB. MIVE .. . .730,00 

ADD A PLUS. FOUR OR CH'OS PACK IF YOU WISH 

FDR HARD DHIVE f*CKS PLEASE P»lQt* 70 CHECK 

LATEST PRICE AMD *V*lL*B«.rrY 

AMIGA A1 200 M COMBAT INNOVATIONS 

WITH WCRDWORTH 2.0 AQA DESKTOP 
HUBL SHER. PERSONAL PAIlNT V A<JA. FHINT 
'.'A'.ASER, DAY BY DAY. TOTAL CARNAGE. 
BRIAN THE LION AND ZOOL 2 »H.» 

AMIGA A1200 COMBAT INNOVAtlOUS. PACK 

AS ABOVE WITH INTERNAL 2.5 - HARD DRIVE 

A 12M) 2.1 27 COMBAT ~ 127 MB DH YE *»-«» 

A ISM MM COMBAT - 200 MB DH l¥E S?ft» 

A 12M 1340 COMSAT * 340 MB DRIVE TJO.QO 

ADD A PLOS FOUR DR CHAOS PACKI*- W30WWH 

EOR HARD DBW PACKS PLEASE PHONE ID OHBC* 

LATEST PHIHE AND AVAUBILlTY 

AMK3A A12Q0 2/0 LEMMINGS PACK 

WTTH LEMUMGS AND DELUXE PAINT 3 270.00 

AMIGA A12M LEMMINGS PACK 

AS AB^VE WITH ■NTERNAL2 5 hAROPRIVF 

AT2» IMS? LEMMING 5 ■ 1 27 MB DHIY E 47IMH 

AIJQU MW LEMMING S - 300 MB DRIVE . . . 520 DO 
A12W2,'J*l>LEMMi4GS ■ 14: MB DRIVE . .. 470 00 

PWQES INCLUDE LEHMIhOSANrj n&.JXE PAINT a 

—VERY SPECIAL DEAL— 

ADD A PLUS FOUR OR CHAOS PACK 

WHEN yCHJ BUY AN* Of THE AMlGAS LISTED 

ABOVE 70U CAN ALSO PURCHASE ONE IONLY 

ONE) OF THESE AMAJNG YAILL€ PACKS 

PLUS FOUR PACK 

IELITE Z. BATMAN RETURNS, LEMMINGS 2 

S CIVILISATION AGA| JUST ADD H,H 

CHAOS PACK A 1200 

iCHAOS ENGINE N'CK FALOOGOLF, PINBALL 

FANTASY & SYNOICaTE.1 JUST ADO 10.H 




SWIFT TP200JOYPAD FOR 
AMIGA ST TJRBO F'PE AND 
AL.TOFlRE 
9.M 

COMPETITION 1 

=PO EXTRA 

JOYSTICK 

FOR AH GA'ST 

CLEAR BASE | 

MICHOSWTCHED 

WITH AUTOFIFIE 

11 » ' 

QUICKSHOT 137F PYTHON 
JOYSTiW FOR AMIGA/ST. 
AUTOF1RE 

ua 
cheetah bug 
jovstkk for 
maoa/st 

HsjROSWlTCHEO 
WlH AUTOFlRC 

tut 

SCOflPlQN PLUS JOYSTICK FOR 
AMIGA'ST ARCADE STVLE WITH 
TyfiBO FIRE 
10.S* 



StT| 






EjRUe 

I •■■■•• ■••••••■ I 



QUICKSHOT 12BF d 
MAVERCK 1 JOYSTICK 
PORAMQAW1 
AUTOOFK 



A600'6 WHILE STOCKS LAST 

A600 COMPUTER WITH MOUSE 

BUILT IN r V MODULATOR. 

1 MB RAM EXPANDABLE TO 10MB 

STEREO SOUND 

BUILT IN FLOPPY DISK DHIVE 

BUILT N INTERNAL HARD DRIVE NTERFACEllDE") 

AND ! YEAH lh-HOME SERVICE WARRANTY 

AMIGA ASM 1M LEMMINGS PACK 
TWTH I FMMlMfiS, OELUXE PAINT a, 
f 1 5RAM1 PKIX PL. SM OVER AND PUTTY . .200. DO 
OR AS ABOVE WITH A6P0 CHAOS PACK 
CHAOS E»I<JINE. NICK FALDQ GOLF, PINBALL 
i=ANTASY * SYNDICATE! _JUST ADD It.H 





FRtb-WHEEL S'EEHWS WMfiSL 
(DIGITAL! 

" Suits most 
i driving 

GAMES 
25 99 

SAITEK 

MEGAGRIF 2 

JOYSTICK 

FOR AMIGA.S-. 

AUTOFIRE 

11.49 

SUPER PRO ZIP STICK 
JOT STICK FOFI AMK3A5T 
MICROSWTCHED WITH 
AUTOFiRE 
11.99 





OUICKJOY JET FISHT6H 
MICRO- SWITCHED 
AuTOFtHE 
11. » 



QUCKSMOT <55 AVIATOR 1 

FOUH FIRE BLTTONS. DUAL 

SPEED AUTOFIRE 

UJt 






QUICKSHQI I4HINTRUD0I1 
OMNI-OIHECTIONAI fifilP. 
TWO FIRE BUT*0N8 DllAL 
SPEED ALITCfWE. 
JlS.lW 

OUICKJOV FOOT PEDAL FOR AMIGA OR ST 1 1ll 



MEMORY 

4 >2K AMIOA RAM NO CLKMi F3R AEOD CIH ASOO. . ..1?.» 
SIIKAMH3A RAM -CLOCK FOR A5WORA50C*. .. AIM 
1 MB ASH PJJE. 4AM UKRADE t CLOCK J7 M 

1 UB A««(l RAM UPSRAEE » CLOCK 44.W 

4 MR PCMCIA LIPFiRADE FOR AHJC OH A1SM. 

a LUGS DIRECTLY IK T OSMAHT CARD SLOT .1BB.B9 

OMEBA4MBFLAMFOnAAW3AAl20D KJAHD F>TB INTO 
THE TRAPDOOR RAM EXPANSON SLDT UNDERHtAm 
THE CDMRJTEH. DMS HOT VOUl WARRANTY REAL 
TIME^LOCK FULLY COMPATIBLE WITH THE 

■OVERDRIVE HiQH SPEED HAHD 0«veS 1».» 

OMEGA. FPU . 4 M6 RAW FOP) AMIGA A 12» 
5PECIFCAT10N AS FOH OMEGA HAM BjT WITH 
ACOITIONA.6SBS1 FLOATW1JPOKT UNIT FOH 
«ATHSAN0LWAPHC8ACCeLEHATlQN 209 99 

LEADS 

ANTI.SUHGE4WA* 

MUiTIPlUR EXTENSION 

PROTcC'HAC.AMFlT 

ELECTRICAL SJR0ES 

H ■ 

4NTI.5LIR3EPLDG 1UH 

H|.Fl A'JDIOLEAD -AMI5AJCDM/5T TO ST6niO 

I LB METRES. 2 X PHONja PLUM "CSX PHONO PLUGSi 

CAN USB HL USED TOeOHWCT STERFP-VIWO 

TQ HI-FI, AND HI FISEPAHATESTOGETVlEa 3» 

JOYSTICK SPLlTTEH CARLE FQH AMK3A D*l ST. 
COlNECTSi JOYSTICKSTB 1 PORT [.55 

RDBOSHIFT INTEPFACe FQft AMIGA OP ST 

Pi URSUOUSE AM) JOYSTICK INTO ONE PORT . 13S9 

PORT EXTENSION ADAPT0H FOH AMIGA OH ET 

IPACK OF TW0I Ea.TE«IDS BY 2i C« ,.,■ B« 

ANALOGUE JOYSTICK ADAPTOR FoflAMJO A 

ALLOCS *UV 15-PIN PC JCVEJIGK TO BE JStD 

ftlTH GAMES TXAT FEATJRE ANALOaiJE CONTHOL 7.S9 

NULL MODEM GABLE (CONNECT! 2 COMPUTERS 
FOH h«AD TO HEAD FLAYING ON LtHlAlN GAMES 
SUCH AS POPULOUS. FALCON, KNIGHTS OF THE SKT. 

FORMULA 1 GRAND PRIX 4NIV VROQMI 9.99 

PRIK-ERLEAO(PAhALLELh6. METRES 'M 

SCARTLEAD-AHiOACaiJTqni WITMSCAPT WPUT. 
PtGUlHES TV WITH UaWJAL SCAHTC«AM>JEL 3.93 

SCAH" lead amGa TO 30lDST*R Fm .. a Ha 

SCAR- LEAD AMGA TO PHILIPS TV 9 Sii 

SCART LEAD - AMQA TO SAMSUNfi ft.BB 

SCAPT L EAD-*«CATOSON!YTV IBS 

SCAN- LEAD -AMG* TO TOSHIBAlHTAGHi™ 1H 

SCAPTLEAE- AMfiA 10 IV WITH SCAHT MPUT ...99# 
TV LEAfl - AMQA CD ii TO 4VHS TV OR VOE'": 

P1*0NI"CR LEAD -QDaSTO rUBB33 I13AS ».» 

MON|TCflLEAD-AMiaATC'Ol»»*S}10S4S 9.99 

IYDEC AMIGA POYJEH SUPPLY (SPECIAL 

050L HLlhNfiR "HANSFDRHERl S» 

COMPUTER CARE 

CLEAMtW KITPOBCOUPL.-ERErA'TH VACUUM^ 17 69 
3USI COVE^ FOR MCOLUWJ PRIUTEH IGLEARI ..4S8 
DUST LOVER (-OR *1200iCLEWPVCl 4 99 

DUSTCOVERFDR AKO :CL£ARPVC| 4 » 

DUST CO'-'EH FOH ASOO OR ATARI ST <CLEAfl PMC) 4 99 

DUST COVER FOH MDNfTOfl iCLEAH PVCI . 

MOJSE MCKJSE IKAW PLACE TO STORE TOUR HDUtE) .. AM 

CONTROL CENTRES 

IPfiEHlERCONTROLOEWTPEFOHAMIGA I 3UC. 
(STEEL MONIIOH S14ND WITH EXTRA SHELFFOR 
FSTFRNAL DISK DHIVE AND ACCESSORIES) . . 39 99 
PREMIER CONTROL CENTRE FOR AMIGA Asm 39.99 

| FHEMIEH CONTROL CENTRE FOH AMIGA AflW Jl 59 

DiaiTISERS SAMPLERS SCANNERS 

1EQ-WOSOJND 7JF©C 2 SOJNG SAMFLEH 
HEAL MMESPtOAL EFFECTS WOHKS WITH ANY 

AMIGA ' MHHAMH£Oun:3 M.JO 

VIDI AMIOA I g | AQA COMPATIBLE GAPTUHES 
COLLXJR IM«jGES FROM !/«lEO MACHINE DH 
CAMLOHUbH, COMPS'lELE WITH TAKE 1 PELU«6 
PAINT 4 AND MOST AHT PAGKAGESI . . . .. . WW 

ZTCCC HANDY SCANNER FOR ANT AMIGA 
'0O4O0 DPI HKSl'GUALITY RESOLUTION St 
SIMULATED GHLYSLi»L£S. INCLUDES HlQHI.Y 
ACCLAIMED GAATA5CANFHQt-ESS!ON*L * 
SOFTVJAHF PACKACiE ... M » 



OVERDRIVE HIGH SPEED HARD 
DRIVES FOR AMIGA A1200 

"THE FASTEST DR VE EWEfl HEVlEWEO BY C-U" 

3.5' QUALITY IDE HARD DRIVE, AVEFIAQE 

ACCESS TIME 12MS, STTlED t O MATCH AMIGA 

EASY INSTALLATION - PLLK3S INTO PCMCIA SLOT 

AO TOOLS ANO 1 YEAH WARRANT V 

DOEBNDT INVAUCATE WARRANTY 

WAIVE 170 MB EXTERNAL HARD DRIVE FOR AMIGA Alio* 22B-M 

IT./t?ll) MB- EXTERNAL HARD DRIVE FOR AMIGA A1S» 219-M 

OVERDRIVE ?50 MB EXTERNA- HARD DRIVE FOR AMIGA A12W 2*9.99 

OVERDRIVE 3^D MB EXTERNA. HAFlD DRIVE FOR AMIGA A12W M9.99 

OVERDRIVE 420 MS EXTERNAL HARD DRIVE FOR AMVQAA12W .379.99 

AWQUE5T 1!! MB ESTFH1UI HARD DPJVE FOR AMIGA A9M I3I4ALL BLACK BOH ...2*9.99 

INTERNAL HARD DRIVES FOR AMIGA A1 200 & A6O0 

HARD D*1IVES HIGH SPEED 2 S" DRIVE 11> MS ACCESS TIME lAPPHOXl 

1 VEAR WAHRANTY. KIT COMPLETE ANO EASY TO FIT. DRIVES FULLY PPEPAHEC 

NOTE THAT OPENING YOUH AMIGA MAT INVALIDATE THE WAHHANTY, 

- ■: MM iMrH 4A: HARD DRIVE JSK C AC h E [CONWCfi ■ V OR AMU it. .', ' KB 1 li.99 

. I rHHJAi HARD DPiVE 32K C^,CHE ICONNER'. FOP AMIGA AM0 1M.99 

. I rHNJI HARD DPiVE«4K CACHE IIBM) FOR AMKjAAIpjD 1 44.96 

B0 MB INTERNAL HARD DPTVE S4K CACHE I IBMI FOR AMIGA AFD3 14«.»B 



ALFA 

MEGAMOUSE 8 

FOH AMI&A C* ST 

260 DP*. HIQH 

QUALITY UO.ISI 

11.H 



n 





SCAHT TV* AND MONITORS 

Connect youi Amiga Or C032 10 B TV 
wtth SCA RT I nfHJl Iop a pin B<-psffecl 

■nonllor-qualily piclurs 
GOLDSTAR ClUAtD N" COLOUR 

scaht tv.'monitor with remote 
control and scaht input on 
screen dtsflay auto power off. 
Sleep timer, on t»meh Child lock. 
free scaht lead 1*9.99 

iSTATE 1W. CD3B. «EG«D**i 1 MS OH Bh£B| 



■jonv KVM14W 14- fst colour scar 

TV'MONITOH ™ih remote DONTRC 

B0 CHANNEL TUNIN6. REAR SCART INPU 

HEADPHONE SOCKET, TWO POSITION TIL 

BLACK TRiINITfK* SCREEN, LOOP AERIA 

SONY KVW 1403 (ORET1 1S4.SB 

SONY KVAIIACO l"WHITEl 



194.9* 

244-99 

FREE SCART LEAD 

BTftTE *MQA IHraf. 5T.Hj0*OPl« ' aB .1 Cfl SSE5| 



SONY KVM1401BL FASTEKl 



FKl IHSF MOUSE. 

mi'.:hC£wiTChED 
;'!XI DPI FOP. AMIGA 



BLANK DKKS 

PACX OF 10 
DYSAh DOUBLE 
DENSITY 3.5" 
DISKS ■ CASE. 
WITH LABELS i 
FREE PLASTIC 
FLIP TOP D'SK 
BOX LM 



LEGEND TRACKBALL 

new ha^jde .. 

24.99 




PACK OF 5d OYSAN DSDD D'SKS 
wiiftlaBElS ,.,, 



19.W 

7,» 



PACK OF 10 TDK MF-2D0 3.5"LTISKS 

DISK SOXES 

DISKBQ^3 5 - I120JLOCI<A5UE , 
DELUXE DISK BOX 3 5" IWl 

LOCKABLE. &VIDERS 

DISK SOS 1.1 DJ PLASTIC Fi|P TOP 

S.r EHSK HEAD CLEANER 4 49 

MEDIA LIFE FILE 
DRAWER SrlAOKABLE 
100 3.S-OISKB ..la.Bt: 
203 3.5" DISKS . IS,** 
MCLT3 IS,** 



9.99 



9.99 

Ml 






2YDEC INTERNAL 
REPLACES EXISTl 



MlCPOVlTEC 14J8 

MULTI-SVNC MONITOR 

FOR AMIGA A12W,'A4000 OR PC 

COMPLETE WITH STEREO SfEAKiFlS. 

0.28 DOT PITCH RESOLUTION 

IS PIN RGB DN PLUG 

AMIGA ADAPTOR FT.UQ INCLUDED 

SUrS ALL AMIOA AQA ANO ALL PC 

SCREEN MODES TO SVGA. 

1 YEAR WARRANTY W5J* 

DISK DRIVES 

EXTERNAL 3.5 - DISK DPJVE FOH ANY 
AMIGA WITH SONV.CIITI7FN :HIVF 
MECHANISM. SflOK FORMATTED, CKJIET, 
HIGHQUALrv SI. IM UNEDESIGN. 
COLOLH MA1CHED METAL CASE 
AND LONG REACH CABLE fi-«9 

Vt FOR AMIGA A600 OR ASOfr* 

VALIDATES YVARRANTYl . , . , 4S-W 



AMIOA A400O/030 AtZAA a mb ham exhauuaBleto 16 MB. 

714 MB IOE HARD DRIVE FAST MOTOROLA SDiLHlFC RUNNING AT2S MHl. 
SPECTACULAR GRAPHICS FEATUFINQ NEW AftA CHIPSET. 2S2.DO0 
COLOURS ON SCREEI* FBOM PAI FTTF DF 16.7 MILLION WITH DELUXE 
PAHJT IV AGA WORDWOHTH2 AQA ANDCHGITA PRWT MANASER. 
CAN BE USED WITH AMY SCART TV I YEAR ON-SITE WARRANTY . . fH.H 




I0IH now from jusf £4.00 






MAO Special Reserve ftagailne 



only, 



I GDlOui Club magazln* sent ^-monmty 1o memhers 
he lafel Reuiewi Charts & FtelBaBft SctirrfulO 



CWOOSFfrom our Huge Selection 

0ls*a, CD b. CarlnogBE, Ulilnias, EduCSlion, Home OHIce, 
Nbh Technology d^S HarflViSfie 16 Page eolou' Dalalogua. 

m at Best Possible Prices 



Just ona purchase Trom Speoal Reserve will ncMmally 
S& jt^- SiV* you 1he 0051 of pming . Top diScnunlE- ori a prdduClS 

SAW with our Special Deals 

,VJ!3k AlwwiYS hundradE at Spaclal REsarv* OHBrt. Top flames el 
J ^ (HiDM you wonl D*l*« and harowans »1 amazing iKWctiaflE. 

SAVE JNOIE with our XS Coupons 

'wCSf Money -Dlf coupon* worth ovir £ieO a year otf :np games. 
"*,- You'll 1ir\d 1twm on ttiB hack page of eacn Club magazine 

AMD HWIR our FREE competitions 

Six rMteni why *¥tf 200,000 p u pli hav* |«lned 
Sp«lnl l«wrv«, Ihe biggest garnet club In tlw W«rldl 



^■•■■SBllll 



||f !■■! 



W# only supply member* Out you can order as you join 
Just sand in 1he loim below 0/ phone, Theft's n® phligation to buy. 

0279 600204 

OPEN (o 6pm DAILY or by Fax on: 0279 726842 
FREE 16-PAGE COLOUH CATALOGUE - JUST ASK 




i Nana 

i 






CLUB BMOP9 

OPEN l(J»m TiL tpi" SEVEN 0**3, A WEEK- 

CHELMSFORD -43 Broomfleld Rd 

JUSt SF-DUnd 1t>o- enrnnr Frnm Ihe bui ilfltitui 

SAWBRIDGEWORTH -Th# Maltlnga 

200 yards trcm Ihe train station 

SAIPER WHTENClO WITH STREET FKHrTER TURBO AHP 1 PA0 Si.39 

MEOADRIVE 1 WITH FIFA SOCCER AND TWO PADS 114.H 

MEGA CD 1 FOH MEGAOFIVE WITH ROAD AVENGER 1H.H 

MEGADRIVE 2 WITH SONIC 3 AIW TWO PACE 1M.B* 

MEGA CD 2 FOR MEQADRIVE WITH SEVEN GAMES 224.94 

ATARI JAGUAR «4-BIT CONSOLE WITH JOTPAD ANO 

CYiEnMORPH GAME. OENUIHE UK VEH5J0N S».W 

GAME GEAR WITH SONIC 1 AND FOUR GAME CAHTHI&6E T*M 

MAINE ADAPTOR FOR GAME QEAP *■« 

ATARI LYNX i WITH BATMAN RETURNS. MAINS ADAPTOR AND CASE . .94 99 
MAINS AOAFTOH FOH ATARI LYNX OR LYNX 2 ■«.** 

GAMEBOY YVTTH BATTERIES W.M 

G* ME BOY WITH SU PER MA Hl-D LAND AND BATTERIES ,57,IH 

QUICKSHOT SUPERVISION WITH CHTETBALL 1B.M 

MIMKISHIP FEES a MONTHt ONI tlAl TWO TEAIS * 

MfMEEHHIF MHUEttHlf fill HH IINKt 

VHMlMtaS 4.00 7.00 14.00 

OVEtSEAi EC MIMI8U £,» 9,00 »M 

°!! , _ Si * 5 _''[?i l i l ?!" ,aii 7J0 ° n0 °- --HP 

■Vl"0NLV Tj^P^TmCMBERs'b" YOUCAN ^06™ " YOU JOIN 

Ail ureal rckjda VAT «nd cnm«f to L* moinBryj 3m bau oC adar lc<m to' 

I HHinuiuiKiiigii. W» aupglY hudwug <«*■* to UM ff»lnmvi idtinii cnly. vj 



I (PLEASE PHIKfT IN aLOCK CAPITALS) 



KEEN 



AflO'esR. 



Poslcnde 



Phona. 



f.'arhirs 



Emef membarship numbei (If SjpglKaDleJ or 
item 



lem 



10*" 



an. 



ALL PRICES INCLUDE UK POSTAGE ft VAT 

Cfiequ&'PO-'AOWS&'toBsleicard.'S'Aitei'.'Visa iSwilcn Issue Wo_ 
Cftfd frxpry dale_ Signaiuna 



ChBDjuas payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World) 

Software orders please add ti.00 pc <\<rm. Nun-aultaar'e Hems 

pleane add 2i%- HArftwure Hems supplied to UK mainland only, 

Ovtrsttw orders must be paid by credit card. 

Drdir.CcrHir^flUiMi'flocwpl sv4 ^ ft**«y **ih> 

W» only utfly oltcul UK produdE Cmfeiai oui»i»H 01 •■ I*»!ir4 brardi. 

W* sell aemas and peripherals all at »mnimg prit*» Far Megedr-v*. 

MnrjAr.n M^slur Syttam. Gimi Gtir. Suf*r NES. Oamfhiv NFK 

Lynji. AmiflS, Alai' ST, PC, C ROM, CDI, CD32 and App4e Mac, 

TilftsTlfifcrii- KHTHl umt# InlHl mnyrrfy-yrjl bng HrtvLfft^ 
PifgK^c* <W**nn TO^nfiaiKi* toct'ic- avii-iaLM^ Web HCMng 
■■V» -mMU-.il U-o r«J-l Lu utMbi>u* irf.i* LHrd «*»<» *#■*<* I pr-ar rvotlicabian. 

PRICES COWECT AT flMTOf MiNO TO PflFSS 1 .8.34 E .S O.E. 
irW.M.diMiiLln.JSia.jlHt:. w*<™. H>m.CM2l 9PO. 
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ver here! "called Andy, look- 
ing ever-so-slightly bloody 
hilarious in his Speedo pos- 
ng pouch. The beach-ball flew over- 
head, as the bespectacled Editor of 
Britain's Biggest and Best Amiga 
Games Magazine effortlessly palmed 
the ball back across the net. 

It was glorious weather; not a sin- 
gle cloud spoiled the sky, thoug' 
the sight of Andy and Simon th 
their well-oiled bodies in the hea\. 
enly sunshine — Andy, an improba- 
ble shade of bright red — put a few 
people of their picnics. Nearby Matt 
posed provocatively in the surf. 
"Where's Harry? ' called Simon, "I 
thought he might fancy a quick 
game of volley ball." 

A lone figure somewhat further 
down the beach lobbed a stone in 
the general direction of the group. 
narrowly missing the ever-popular 
Welshman known simply as Git'. 

"Who threw that? It could've hurt 
me quite badly." moaned Andy, in 
that special whining voice we all 
love. "Oh that was Harry.'' Replied 
Matt, looking like a bronzed god. 
"He's sulking because I told him how 
silly he looked in his one-piece 
'bathing costume"." 

"SOD OFF!" returned the voice in 
the distance, "You're all a bunch of 
gits and I hate you!" Another pebble 
flew through the air, gouging a 
chunk of flesh from Andy's thigh. 
"Good shot Harry." Simon called, 
desperate to make the old bugger 
feel like a part of the team. 

"What's bis problem?" winged 
the leek-loving softmint, nursing his 
dripping leg, "You'd think he'd be 
grateful for a day on the beach, and 
anyway, he does look bloody 
stupid..." Andy's cursing was halted 
abruptly by another sickening thud 
as a small piece of flint embedded 
itself in his forehead. 

"Come on Harry!" Shouted Matt, 

"■"v "It's alright, Andy's unconscious 

\ now. Com* and have a game of 

I Summer Olympix from Flair. " 



"Why?" grumbled the once young 

and possibly interesting Production 
Editor, "Is it any good?" 

All eyes turned to Matt. "Well, old 
chum," breathed Simon, "Is it ani 
good or not?" 
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Special Mi The 

finish. Believe me. 



-INISH 



Special Moment: If you're really crap, the player will tur 
around at th* and of the round, shout a few obsceni- 
ties, and then shoot you a couple of times — shatter- 
ing the screen, Fantastic! 

Event: Sheet Shooting 
Qualify: End with at least a 55 
percent hit accuracy. 
This is one of the more interest- 
ing events., though still remain- 
ing nice and simple. All you 
need to do here is move the 
cross hairs around the sky with 
the joypad, shooting the clay 
disks as they launch from either 
your left or your right {and 
sometimes both at once). You 
only have one shot per disk, so 
you need to time your shots 
carefully if you're to end with a 
qualifying accuracy rating. 




Event: The 1000 metres Kayak 
Qualify: Complete the course in 
under 1 minute, 42 seconds. 
This is the most uninteresting of 
all the events and is as simple as 
they come. You basically have to 
work your way through a fairly 
boring course, avoiding rocks and 
river banks, as well as steering 
through ten flagged gates. Push- 
ing forward makes you move far- 
ward, while left and right make 
you go, er... left and right, (God, 
that was almost as interesting as 
Boot Sector — Simon). 



Event: 1 00 metres Sprint 

Qualify: Complete in under 

12.1 seconds. 

Hardly an event that needs 

describing, the 100 meters 

sprint is a straight, no holds 

barred, joypad frenzy. Line 

up against your opponent 

and once you hear the 

Starter's gun, hit the red 

button and then 'run' with 

the front trigger controls as 

fast as your little fingers 

can manage. It's rare that 

you'll beat the CPU, but 

qualifying should prove no 

problem at all. 



Special Moment: Hulk Hog an 
making a guest appearance. 
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Special moment: Missing the target and murdering a 
girly botanist. Ha! 



Event: Archery- 
Qualify: Score at least 42 points 
with six arrows. 

This is, without a doubt, the best 
event in the entire game, and the 
only real part of the product that 
looks vaguely like it needs to be 
on a CD32. You view the event in 
first person perspective (i.e. 
behind the bow) and set the 
power of the shot by freezing an 
animated archer in the bottom 
left. You then have to click onto 
the bottom right target, which 
wanders around in a random 
wobble, and as long as you've 
taken the wind direction into 
account, you can release your 
arrow. WHOOSH! Yes, in superb 
Print* Of Thieves style, yo*t ffy 
along as the arrow itself; the 
trees whistle past and it's all 
very exciting. 





Event: 200 metres dun 

Qualify: Complete four lapi in under 42,5 seconds. 
This is very similar to the swimming event people might remember 
from Hyper 5ports t being nothing more than the 1Q0 metres, but 
with added breathing'. The turns at the end of each lap are auto- 
matic, leaving the player to worry about diving in after the starting 
whistle has been blown, and then 'running' as fast a possible — 
remembering to breathe whenever the speed meter turns red. 

Special Moments: Forget to press the jump button and 
1 you could end up with a mouth full of teeth, 




Event: Long jump 

Qualify: Need to jump at least 6-5 metres in three attempts. 
Again, this is standard fodder to anyone vaguely familiar with the 
sporting genre of computer games — with the good old 'angle dis- 
play' in the corner, and the speed bar up the side. The basic aim 
here is to pick up as much speed as possible, and then to hold 
down the red button until the 'angle display' has climbed to the 
desired, er r angle, when the button is released , the competitor will 
(hopefully) jump as required. This takes a bit of practice as you 
need to Start your 'angle preparations' quite a bit before the line. 




There's a good chance that this wilt appear at a 
budgeted price for the standard Amiga* around 
July time- I doubt there will be too many differ- 
ences, but — hey — who am I to say? 




lie Linto shoot-'em 

F oon) hfr* r ' ■* marked 
KSnly blaster caking for 
1st gamer to tackle. Andy 
in with both flippers. 




S'ven Svardensuart looked out 
.on Kb beloved Earth and, 
sighed. He knew that t 
beautiful world was under threat 
from- Styx, the mind-numbingly 
awful mid- 70s American 'pop' sen- 
sation (no, that's the wrong Styx. 
This Wflhe Styx Empire, terrible aliens 
capable of a p pa ling brutality — 
5imo*\). Anyway, the Styx lead 
singer?., er, emperor, BTardax Mal- 
drear, reckoned that because Earth 
had not yet suffered at the hands of 
any inter-galactic crazy dictators, it's 
about time it did, 

this isnt the Earth we know. 
Therenbave been no world wars, and 
the lack of any other serious trouble 
(bar some pretty hectic squabbles 
over queue jumping at bus stops) 
meant > that the Earth's military 
forces hadn't developed anything 
more frightening than an umbrella 
with a pointy end and a propeller- 
powered fighter plane. Though 'a 
good thing' as far as world peace is 
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The desert past the climateTiafrier is j dry, dusty Hardware-style scenai 
where rusted -out war machines use you for a long-forgotten target prac- 
k tlce. Colonies of sand-dwellers still exist around here, apparently, and 
\ presumably they think you're the enemy because they fire at you like 
1 there was no tomorrow. Obviously mad. As Mahdts, 



concerned, this lack 
of aggressive fire- 
power looked like 
making any inva- 
sion by alien killing 
machines... well, a 
bit of a pushover, 

And, so, with the 
awesome hardware available to Blar- 
dax it looked like Earth could soon 
be in his power; those beautiful blue 
seas, those lush, green, forests, and 
those long, golden beaches (©Trie 
One Tenuous Links 1 994). 

Sven (or "you", as it transpires 
rather unsurprisingly that you must 
take the part of the hero), pulled on 
his helmet and climbed into his air- 
craft. He knew that the situation 
called for action, and 'action' of the 
hottest and most violent kind was 
exactly what was coming to the vile 

jrdax. It needed a skilled individu- 
versatile aircraft, and a mind so 
fearless that even the Phreenidn 
Foot-Toad would cower pathetically 
in its presence. And, hey, without 



e three submarines are one of the more difficult 
ddies to kill. Basically because there are three of 
■ They have three stages of attack: a little gu" 
Tommy gun pops his head up first, folio we 
e of homing missiles, To add a little g 
ave- their best arsenal until last, 



the dynamic er,.. Welshnosity of 
Andy from JThe One, 5ven just had to 
do it, Alone. 

As we join the action, Blardax has 
positioned his fleets in four key 
areas: The Atlantikan Ocean, Styx 
City (renamed after the takeover, 
obviously), the Arctic Wastes, and 
the Aridone Desert. Sven's mission is 
to utterly and completely slaughter 
the Styxiam on his planet, and then 
zoom off into space in search of the 
Styxian's revolting home world. To 
complete this last mission it's neces- 
sary to modify Sven's aeroplane, to 
add the er... bits necessary to make ' 
a ship fit to reach the stars, it's a tall 
order but Sven enjoys nothing more 
than a challenge... 






GUNS J 



All good s hoot- em- Lips have a 
variety of pickups to tag onto 
your original pea-shooter. Let's 
fill some space by looking at a 
few of them, shall we? 



DOUBLE SHOT 

Self-explanatory. Two shots 
instead of one. What, are 
you thick or something!? 

TRIPLE SHOT 

Nw, think before you ask. 
Double that is two, so 
what' i Triple shot? Yes... 

45™ SHOT 

Shoots at 45° angles 
(strangely) as well as 
Straight ahead . 

SIDE -SHOT 

Er, shoot* sideways. Cad, 
what's the point? (Yes. 
exactly — Simon} 

MISSILES 

More potent than ordinary 
bullets, but fire less 

frequently. 

HOMING MISSILES 
Like Missiles, but home in 
on nearest target. Makes 
your ship rock hard. 

BOMBS 

Look, it's a bomb, isn't it? 
You wouldn't want one of 
these down your pants. 
SMART BOMBS 
Good-looking versions of 
bomb... oh, all right. Mega- 
bombs that kill everything. 





SPEED UP 

Increases acceleration and 
speed. In a tight spot? Get 
on ot these. 
LOOP 

Gives one extra Loop. 
Enables you to get out of 
trub by looping-the-loop. 
EXTRA LIFE 

The best thing ever. Adds 
another craft tp your dwin- 
dling line up. 

EXTRA SHIELD 
Gives you a massive 
amount of shield, and a lit- 
tle bit of invincibility. 

EXTRA POINTS 

Does nothing except add to 
your score. Only useful if 
you fancy yourself. 

FIREPOWER 

Gives your weapons that 
added "oomph", so they 
kill better and faster. 

Adds power to the craft's 

functions. Collect three for 
a super killing machine. 



Heavy-duty engines pull mortar launchers sideways into view, so it's best if 
you can get rid of the engines first- If you don't, then you have to deal 
with the added mortar firepower — and then the going get* entwdingly f 
tricky. You have been warned. ►" J 



Weather plays an 
important part in 
Banshe-e . As if it 
wasn't difficult 
enough to see the 
damned blighters, 
much of the level is 
obscured by somp 
effect-or-other, 
whether it he rain or 
fog. This translucent 
fog «ff«t scrolls in 

parallax, giving the 

impression that it is 
drifting separately 
from the ground. 



Aaaaaaroh! 
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If you happen to have the cheat-mode activated (see Kill Zone in a couple of 
months, gore-fans) you might witness the odd civilian — and even kill them 
for extra points, if you're lucky. This one was a mother pushing a pram: but 
don't worry, Mr Moralist, the baby can't be killed (although its mother dies 
horribly and lets go of the pram, which continues to roll precariously down 
the street, .,) 



The final levet four is 
a blast into space. 

Seemingly a tribute 

to the great Xenon 2, 
The idea is to reach 
and destroy the 
home planet of the 
Styx race. After 
outer-space you 
reach a Styxian space 
station, and then 
finally f Janet Veenix 
itself- The Huge 
domes here contain 
natty mutated plants 
which can he easily 
destroyed by break- 
ing their protective 
covering. 
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Level three takes you across Che- spectrum of climates from Arctic Waste- 
land to hot, arid desert. Separating the two is what Core calls the "dim ate 
contrQlter", a structure which apparently prevents hot air travelling the 
c ou pi e-of hundred yards over to the cold bits. Seems an unlikely scenario 
to me, but then this is supposed to be 1999, er r five years into the future. 



Ah, now this is ■what I call an end- 

of-ievel boss. The giant crane is a 

real sod to beat, simply because 

he has the entire terpen covered. 

You know that usually there's a 

place you can hide, where you 

can't be killed? Not here, there 

isn't — and this is only level on*! 
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In level two the objective is to 
find the equipment which can 
make your aircraft space- wor- 
thy, and the city guardians 
— en't giving it up lightly. This 

Suburbia, a place which the 

.yxians have managed to 
make their own already, Troops 
mingle with civilians, and so 
you'd better watch out just 
who you're shooting. 




It took a while to work it out, but 
eventually I realised that you can't 
fly past the tali parts of this 
bridge, I'm not just being thick, 
you understand; there's no warn- 
ing that the bridge is potentially 
lethal, it just kills you, To death. 
Then I realised that each level has 
high structures which you must 
avoid: church spires, canyon sides, 
that sort of thing, 




THE VERDICT 




£29.99 Out Now 



Joystch 



M*ffiiiry 
2Mb 



tUIHICS 



91% 
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The Amiga was at the back of the 

queue when the great Gaming Cod \' : . 

handed out mindless shoot-'em 

Apart from the odd notable excep- FuNtttter: Core Desigr 

tions, Xenon 2 and SWIV r Amiga JThouTe 

gamers haven't really had a chance to ^~~™ """ ™"~ ~^"™" 

i- j.1. u . <_ .. ... r . £29.99 Out Now 

relive the old day? when it drdn' 

seem out of place to break a few 
sticks in the name of a good bi 
Core Design, not always the re-writer ' - ~ 

of history books but usually a purvey- 2Mb 

or of quality games, has come up with 
a blaster to test everybody's fire-but- 
ton finger with Banshee. The ga 
a great roller-coaster ride to hell, and 
it takes every ounce of concentration 
to keep the cool-hand and clear head : 
even for the most hardened game- 
pfayer. Things happen quickly to pre- 
vent you from thinking too hard about 
playing the game: instead you must 
rely on the speed of your reflexes and 
the indestructibility of your trigger t\*\V 

finger. Core has taken the decisio~ 
make Banshee an AGA-only gt 
which means that A 500/600 owner 
will miss out, but it also means that 
A1200 and CD32 owners get the kind 
of game which you don't come across 
very often. One that's graphically excelle 
that uses the Speed of the machines to throw hundreds of 
enemies on-screen simultaneously with no slow-down, that 
adds in a second simultaneous human player for two-play- 
er teamwork, and really works the sound chip with stun- 
ning FX and throaty aeroplane drones. The sheer number 
of enemies means that the going can get really tough, but 
at the end of the day (Brian) you know that if you get 
killed, it's your fault — and not some frustrating situation 
which even a master gamer couldn't get out of. The two- 
player mode really brings in a whole new dimension to 
Banshee. Each player receives separate power-ups, so 
there's no competition save as to who makes the most kills, 
Each player's energies are concentrated Into wiping out the 
enemy, and that makes for a brilliant game. They'll be talk- 
ing about Banshee in years to come. 
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1 85% 



CD 32 



AS/600 



The CD32 version of Banshee will probably have 
two small bub levels to add to the ones already 
there, and maybe garnished with a bit of 6-chan- 
nstl sound. If the two AGA versions do well, then 
maybe we'll get an AS/600 version. Let's hope so 
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IF YOU WANT TO REACH 
OVER 47,000 ACTIVE AMIGA 

GAMES PLAYERS WITH 

LOTS OF MONEY TO SPEND 

ON YOUR PRODUCTS ! 

THEN CALL MARIE 

LAWLOR ON : 

071 972 6700 

_| 
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Aardvarks Computers 

CD32 Games 
The Makings Alma Road, Rotlitrham, South Yorkshire S60 2|A 
Tel :(07O9> 837 488 10am - 6pm 



JAMES POND 2 £25.35 

i LABRYIHTH OF TIME -£30-95 

i ZOOL £25.95 

i LITIL DIVIL-, £25.95 

i MEAN ARENAS,, £2595 

i MORPH ....,,.£25.95 

099 PINBALL FAMTASIES£27.99 

OSB SB£BLESOOCBW093 C19E6 



ALFRED CHICKEN. ,..£20.95 

SECIA L EDITION £12.95 DVERt(LL/LUHACY 

ARABIAN KNIGHTS ..£12.95 FrYDEFOJF 

DEGENERATION £20.95 SLEEPWALKER 

DEEP CORE .£20.95 TROLLS 

DONK £25.95 WHALESVOYAGE™ 

FANTASTIC VOYAGE ..00.95 PROJECT X 

JURRASiCPARK ,£28,95 7FX E3QS6 SB£ELESOCCER90g3 LT9S6 

LEGACY0FS0RASIL...£2EI9S DEf»CBWn>CCHOV*J_£25S5 SOCCER KID E10-9S 

UBEFATION ...... .£30.95 DEMO CD 2 £16.75 URIDIUM 2 £20,95 

LOTUSTURBOTRCLDGY £25.95 UTOPIA 2 {K240) £20.% 



Please iodiidc (jQp Jtir each qikUi to cover postageflf pji'luging All itrtU-rh ait 
despatched the nine (toy for pottd tirtliTH (In oaai pon) (.littjui; cltarcncc is normally 

5-9 working Jjysi please make all cheque* / postal odfdefl p.-ipMe CO li.l'. Rotiliutlt 

flliankyuu) 





Adventures Pullers JMatforme is, Sports. 

Shoot-envups,Beat-etji-ups Stratergy 

ETC.. More Games than You'll Ever Need!!!! 

Some of these Games Were Sold At More Than £20 Each! YOU gel the 
LOT For Less Than £20,00!!! 



this massive Compilation of FANTASTIC Games Should Add At Least 

£100.00 To the Selling Value of Your Computer!! 

YOU CANT LOSE!! 

Don't Miss Out - Order NOW FROM: 

FUTURE SOFTWARE (CU) 

Dept A, 8 Magnolia Park4>unmurry3elfast BT 17 ODS. 

ALL AM1GAS ■ FAST DESPATCH ON ORDERS - OVERSEAS ADD £2.00 







Shopping Moll, St Neots, 
Cambridgeshire PE19 2AU 
TELEPHONE ORDER LINE: 0908 3795SO 
FAX: 0908 27714a 

BLANK DISKS 

DS/DD 




50 -£10,99 
100 - £20.00 
250 - £45.00 
500 - £85.00 
1000 -£150.00 



50 - £16.00 

100 -£30.00 

250 - £70.00 

500 -£135-00 

1000 -£255.00 



50 - £22.00 

100 -£40.00 

250 - £90.00 

500- £170.00 

1000- £320,00 



All Our Disks Include FREE Labels 
We will not be beaten on Prices 



fflease make (heques and P.O. payable to: 

DIRECT SOFTWARE DEPARTMENT THOOSSC. UNIT i ( HOTKEYS SHOPPING MALL 

5TNEOT5. CAMBRIDGESHIRE PE19 2AU 

UK MAINLAND - DELIVERY FREE 
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QUALITY AMIGA PUBLIC DOMAIN AND SHAREWARE SOFTWARE 



Ft UCENCEWAREl MISC P.O. 



FlOtn Maflmim Pro E33 9S 1 

flfllH CrtchBl Crazy tJW 

: 1IHi/itett*tipiH-[liBTofrEE S3SB 
ttQW Sup* Fm iFgr Kids &4yMis) E3.S9 

fidos n music vol i Es.ae 

F1 KK (UMlilwar^ re.O (2 DolJ U.98 

npCIJ ForTrfl35 AGA Only £3.99 

rims ll-*ftair> Day Disk E&H 

Fl01DK»TM*MaslBr1.SMegt E3.99 

Ft011 IFF Vsaur Sail DBiigiiBr £3.99 

F"012 0WI6B1ll»* lAnwdel 13 « 

F1013 THrgisgli lh«RBd Doar £399 

FID14 Tot; Tune £3.99 

Flflie Art School . £3.99 
FI016 Pelics 01 DeHrure'r*:'* disk. Eb !» 

FICHTKhJi'n'to £3-59 
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F*rspcr Hypnosis (?> AGA 10014 Veraicn 
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NOTHING BUT AMOS] 



ULSKMA(i\ZINK 

ISSUE 6 NOW 

IN STOCK ON 2 

DISK £4.50 
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CD SOFTWARE 



GOLDFISH £26.99 

DOUBLE CD FRED 

FISH 1-1000 



17 BIT COLLECTION 

DOUBLE CD PACK 

DISK 1-2301 

£36.99 



17 BIT CONTINUATION 

17 BIT DISK 2302-289(1 

ASSASiNS GAMES 1-140 

man 



AMINET VOL 1 £20 
AfVIINET VOL 2 £18.99 

CD Contains 
D&mo/tiaffles/T&Ji/hHiules 

DEMO C02 

£18.99 

Contains OemosMimalions 

games FTC 



....PC GALORE 

Over I'D AGA DiakB 4arnus flamci nl.il; 

;wn« ait rfljdy In runlnun WB 15P» 

laiest yd sollwaiB issjsin; uain*s. 1 ■ 

li'B All can be copier] gndistidisli 

drluereqi Also on CD Tnp 100 Pd 

games. Ncomm? demns nnwiiKjsilrsk 

CiJB'ft*^ animal inns all can be run Irani 

M 

only £13-99 



Ahh! Feel that gorgeous sea spray on your 
face. Smell the seaweed rotting under your 
flip-flops. It really makes you glad to be 
all ire — a bit like all the updated games cur- 
rently appearing on the A1200 and CD32. 
Grab a bucket and spade as Matt and Andy 
frolic in the frothy berm. 

Fire & Ice 



CDS 2; Renegade 
£24.99 

Oh, I dunno — I 
mean what can 
you say about 
platform games 
these days? Eh? 
Either you take 
the view that a 
platformer, well 
made, can hold 
its head high 
with the best of 
them; or you can 
slate them all for 
being too samey. Persona fly, I like to 
take each platformer on its own mer- 
its: take Rainbow Islands, Soccer Kid, 
Arabian Nights, and the Mario series 
on the Nintendo as examples. Good 
games all, no? 

Fire & fce CD32 is undoubtedly a 
good platformer. Forget the splendid 
graphics, the assortment of cute ene- 
mies, the multi-level parallax, and the 
excellent CD soundtracks, because 
even when stripped down to the bare 
knuckle it's still a great game. After a 
few plays I was cursing Graftgold for 
leaving the jump button as tip on the 
joypad (the dreaded "up-to-jump" 
scenario upon which I tend to wax 
lyrical from time to time} but thank- 
-fully I found that they've included an 
option to change jump to one of the 
separate buttons. 

The different worlds of Fire & fee 
correspond to different climates — 
hence "Fire" and "Ice", see? Begin- 
ning on an Arctic world, where every- 
thing is slippy-slidy and avalanches 
are common, the controls seem diffi- 
cult and fiddly, and jumping between 




platforms is quite a delicate test of 
your pixel- perfection. This isn't a 
great world to begin on, really, 
because it's one of the more difficult 
— but presum- 
ably if you can 
get through this, 
you can through 
any... blah, blah. 
Cool Coyote 
("you") go** 

through the 

game armed with 
an infinite armful 
of ice pellets. 
These are great 
for freezing the 






enemies so that you can dislodge 
them and pinch their keys; which (of 
course) you need to get through to 
the next level- Not all of the enemies 
carry keys, though, so you really need 
to search through and kill everything 
that moves to be sure of getting all 
the keys you need. 

In true plagiaristic platform praxis, 
the next world is rainy and cold — 
North Wales, to be precise — while 
we're next treated to an underwater 
scene and a sunny clime 
respectively. 

The game's long 
enough to be a challenge, 
the controls are responsive 
enough to suit the C032 
joypad, while the enemies 
and graphics are varied 
enough to keep your inter- 
est longer than, er, not. 
So, there you have it — a 
decent game, really. [AN] 

Overall 86% 



Tornado At 200 

Digital Integration 
£39.99 

The chances are, if you've got an 
A1200, then you play games on it 
Hardly surprising, because you're 
^^^_ reading Britain's 

Biggest and Best 
Amiga Games Maga- 
zine, but let's take a 
closer look at the 
games you play. Possi- 
bly platform games 
(after atl, there are 
enough of them 
around), shoot-'em- 
ups, driving games... 
ooh, everything, really. 
Except techie flight 
sims, perhaps,.. 
You see, the Amiga 
doesn't like flight sims. 
Everybody knows that it's capable of 
blinding arcade games, but flight 
sims are the gremlin in the machine 
The original A500 version of Tornado 
received a mere 43 percent from a 
certain M Broughton; not because of 
its lack of technical detail (theme's 
loads of that), and certainly not 
because of its lack of accuracy 
(though without 
actually going 
"up" in a Torna- 
do, its hard to 
know). No, Tor- 
nado was consid- 
ered, er, rubbish, 
because it was, 
and indeed is, 
crawlingly, snail - 
ishly, achingly 
slow. The details, 
even when the 
majority of the 
frilly bits have 
been disabled, 
are just too high 
for the poor little 



Amiga to cope with. Playing the orig- 
inal game on an A1 200 or an A4QQ0 
is quite a nice experience. Although 
you need probably, ooh, 20 fingers to 
operate all the keys and the mouse 
simultaneously, once you get to grips 
with it, the game becomes a pleasure 
to play (as long as you keep that pro- 
peller firmly strapped to your head). 

Contrarily, we now have the actu- 
al A1200/A4000 specific game. It is 
enhanced, which is commendable, 
but sadly the enhancements only 
serve to slow it down even more than 
before. So, with all the glittering 
additions, 2 5 6- colour graphics 
(although it looks more like 32), bet- 
ter sound etc etc, it still runs like a 
dog with three legs, and to get any 
enjoyment out of playing it, you real- 
ly need to switch all those bits off. 
Not so good, then. 

The fact that it's hard drive-only is 
definitely A Good Thing 7 *, because 
playing this from floppy would be a 
crippling experience. From hard drive 
the presentation parts of the games 
flow by smoothly and dreamily, but 
it's just a shame that the speed of the 
actual game lets it down. A real 
missed opportunity, then. [AN] 

Overall 51% 
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CHUCK ROCK 2 
Son Of Rock 
CD32 

Core £29.99 

Chuck Rock is a troubled bloke. As a 
successful business man, he now 
faces a number of rivals, each striv- 
ing to own a company as profitable 
as Chuck's car factory. Unfortunate- 
ly, one of these rivals — Brick Jagg ex 
(groan) — has decided to take mat- 
ters into his own hands and has kid- 
napped our hero- Fairly obviously. 
Chuck's family are horrified — in par- 
ticular Chuck's young son. And so, 
grabbing his trusty club and breaking 
out of his crib, 
the young Rock 
sets out to rescue 
his flinty Pop. 

Chuck Rock 2 
Son of Chuck — 
is an inventive 
platform / arcade 
game. Using 

some of the most 
innovative char- 
acters, Son of 
Chuck manages 
to combine puz- 
zles, cartoony 
graphics and 
some excellent 
samples in one 
very, very, silly 
game. 

You basically 
have to make 
your way through 
a number of themed zones — water- 
falls, jungles, caves etc, — tackling 
guardians and relevant prehistoric 
monsters along the way. You're 
armed only with a club which can be 
used to smack anything that gets in 

the way, but which also doubles 
as a handy step-up to stuff set 

I just out of your limited reach. 



BRIAN THE 
LION A1200 

Psy gnosis £25-99 

I was the lucky lad who reviewed 
Brian The Lion and though it earned 
a fairly impressive 82 percent, the 
game never really broke any new 
ground. Despite a combination of 
standard platform concepts and a 
few 5nes Mode Seven effects, Brian 
The Lion was fairly harmless. Well 
time moves on, and Brian has 
returned to try and impress us again, 
only this time with an AGA version. 
BTL does have a plot, but one that 
was only just worth mentioning the 
first time mound, so let's just skip that 
and talk about the way the game 
plays. You are Brian, a lion in Bermu- 
da shorts, and your job is to work 
your way across a number of levels, 



As far as CD32 intros go, this certain- 
ly has the most professional cartoon 
sequence I've seen yet, with an excel- 
lent American-style voice-over taking 
the viewer through the history of 
Chuck Rock and his recent kidnap. 

The CD sound quality continues 
throughout the game, with some 
jazzy little tunes (that double up as a 
very effective way of annoying Andy, 
incidentally) and a host of sampled 
squeaks and squeals. 

The graphics are colourful and 
bright, with a fair old number of par- 
allax levels happily doing their thing, 
and there are loads of weird and 
wonderful baddies to get your club 
into, including men dressed up as 
dinosaurs. No, really [MB] 




Son Of Chuck really is quite good, 
and though the gameplay seems a 
bit easy at some points, once you get 
to some of the baddies that take up 
anywhere between two and four 
screens in size, you'll get into it, 
Believe me, 

OVERALL: 89% 



Ideas) and he's not above taking a 
vicious swipe at anyone who gets too 
close to his wicked -looking claw 
Brian can climb into smiling clouds, 
where a special shop offers such 
scarce items as super spring jumps 
extra hit points and lives, as well as a 
'targe roar'. Once purchased, Brian 
can be wound up, by holding fire in 
an R-Type way, and released upon 
any unsuspecting baddie in the area. 
If they're little they'll die, and if 
they're big they'll pap their pants and 
go into shock just long enough for 
you to move in for a swipe with the 
old claw. 

Back in Feb, one of my main criti- 
cisms of Brian Tfte lion was the lack 
of character displayed by Brian him- 
self and the dearth of originality in 
the game as a whole- Sadly, Psygno- 
sis hasn't changed Brian or the game 
itself but — for what it's worth — 




complete with hidden areas and 
guardians. Each level is filled with 
standard platform scenery like rope 
bridges, nasty spikes, lethal snails etc. 
and Brian will have to use all his abil- 
ities to get across in one piece, 

Brian isn't as soft as he looks, 
(which is pretty damn soft I can tell 
you). He jumps on people's heads, 
(where do they get these original 



there are more colours, more sound, 
and more parallax (which do make it 
easier for you to judge jumps over 
empty space). 

It's all very pretty, and if you like 
simple platform games you'll proba- 
bly be satisfied with BTL, but don't 
expect to be amazed and stunned by 
it on the A1 200. [MB] 

OVERALL; 79% 
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BRUTAL FOOTBALL (A1200 
DELUXE EDITION) 



Millennium £24.99 





CHUCK ROCK 

Core £14.99 



You know the scare — old games 
now available on your CD32. And 
the first contestant is..- 



FIRE FORCE 

ICE f 25.99 



I think Gary Whitta went a bit over 
the top when he said that Fire 
Force was: "One of the most 
enjoyable and sophisticated shoot 




Brutat Football did pretty well for 
itself when it was originally released, 
scoring in the high eighties and low 
nineties. Well it's back again and this 
time it's got a new girlfriend — 
namely the A1 200. 

Thought it's hard to think about 
violence here on the beach, with gulls 
mewing plaintively overhead, I must 
say it's always a pleasure to chop 
people's heads off during a 'quiet' 
game of footy. 

There now follows a short summa- 
ry for those unfamiliar with the orig- 
inal game , You take control of a 
team of warriors which must battle 




its way through a brutal (clever) 
league filled with various barbarian 
players in a cross between American 
Football and, well... the rather 
unsportmanlike Death Wish 3- 

The sports bit is fairly simple — 
there's an open pitch with a goal at 
each end — but it's the violence 
we're really interested in. Along with 
the obvious moves (kicks, throws, 



tackles, etc.) you'll 
also find such 
beauties as bombs, 
swords and axes. 
There are one or 
two sundry man- 
agerial duties to 
attend to (keeping 
the players fit and 
making good use 
of locker room facilities to replace 
severed heads and such) but 99 per- 
cent of the time it's just good old- 
fashioned fighting. 

The games themselves get really 
interesting when extra icons appear 
on the pitch, and 
these let you get 
your hands on 
lovely lightening 
bolts, ice blocks, 
and (my personal 
favourite} a magic 
er... thing that 
makes the ball 
sprout legs and 
bomb off towards 
the opponent's 
goal. Nice. 

The A1 200 ver- 
sion has beefed - 
up graphics 

throughout and 
both character 
and pitch graph- 
ics are clearer, 
sharper and more 
colourful, The Sound FX are realisti- 
cally crunchin', and though I don't 
know what decapitation actually 
sounds like, I bet that squishy clonk 
thing isn't far from it. 

Brvtal Football is excellent fun, and 
though the changes here are mostly 
cosmetic, they make a good game 
even better. [MB] 

OVERALL: 90% 




"em-ups I've played". He awarded 
the game 90 percent and I'm my 
view, both the comment and the 
mark were a bit on the generous 
side. 

Fire Force is good fun and no 
mistaking, but it's a bit elderly in 
presentation, and certainly not the 
best shoot-'em-up ever (in fact, it's 
not really a shoot-'em-up at all. 

You basically play a tone Rambo 
type sent on a number of missions 
— rescue P.O.Ws etc. — and have a 
selection of toys at your disposal. 
It's all fairly simple, and there is fun 
to be had, but I think I'll keep the 
score a bit more realistic this time 
round. Okay? 



Chuck Rock has a problem. The 
local weirdo — Gary Gritter (groan 
again) — has taken a bit of a fancy 
to Chuck's wife, Ophelia, and kid- 
napped her. So, with only a flimsy 
patch of Jurassic grass to protect his 
essentials, Chuck sets off to rescue 
His Woman. 

This is a platform game with a 
difference — it's very silly indeed. 
Though not as inventive as Chuck 
Rock 2 (see elsewhere in 'Updates') 
it includes some interesting ideas. 
Rather than just plodding your way 
through each level. Chuck needs to 
make good use of the various crea- 
tures around him. Wake up a sleep- 
ing Pterodactyl and it'll grab you 
and carry you across an otherwise 
unpassable clump of thorn bushes. 
That sort of thing. Chuck also has a 
rather 'special ' way of dealing with 
the cavemen and animals that 
attack him, namely 'bumping' them 
with his rather impressive belly- 
To be honest Chuck Rock has 
aged a bit, and having just played 
the sequel, it's easy to see where 
the original hard to recommend 
any aspect. The musk is below aver- 
age, and the graphics are a little bit, 
well, 'card boa rdy'. 

If you fancy a silly platform game 
for your CD32, I'd save the extra 15 
quid and buy the 'Son of. So take 
my advice — you'll thank me for it 
one day. 
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A1200/AG00 HARD DRIVES 
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AMIGA 1200 PACKS 

32- bit ftS020 full power 
Two joysticks & mouse 
Free paim package software 
Mouse mat 

A1 200 standalone ..., - £274 

Al 200 with 20MB £354 

ATSOOwllh 40MB £384 

AT2Q0 with 60MB £410 

A120Q with MMB , .£439 

AU0Q with 120MB £473 

A12O0 with 200MB £344 

Combat/In novations pack add to above £45 



Ej*i in install 2.5" upgrade kFts 

Full instructions and tables where necessary 

All drives supplied with formatting 

instructions and software 

tree fitting available- phone for details 

20MB HD upgrade kit £85 

40MB HO upgrade kit...,, £135 

60MB HO upgrade kit £156 

B5MB HO upgrade kil £1*9 

120MB HO upgrade kit £199 

200MB HD upgrade kit £270 

HIGH CAPACITY HD'S 

The** prices include eofteetlon, deMvery 
and free fitting, all guaranteed 3.5" 
drives. Phone for details. 
150MB £199 340MB £249 540MB £399 



WORKSTATIONS 



Economically sound 

Facilitates up to three external floppy 

drives 

Made in the I K 

Strong and robust 

Aesthetically pleasing 

Keep your desk neat and tidy 

Supplied complete and assembled 

with free mouse mat 

A3 QO Workstation £34 

A6Q0 Workstation £32 

A12O0 Workstation £34 

Workstation coverall dust covers, ,,.£7 
Mouse House,.,,,. £4 



AMIGA CD-32 



CD-i2 console inc. DraRuri Sfcwef, Wing 

Commander, Osca & Diggers ....£219 

New full motion video, allows video 
CD's to he played on the CD" £197 
Lead for CD IJ to 1085 monitor £14.99 

AMIGA 600 

A600 Wierd, Wild & Wicked pack 
Includes Deliix Paint 3, Micoprose 
Grand Prix, Silly Putty, Pushover and 
further free software 

A6O0W,W&W,.,.. £1*3 * 

AfjOO W..W He W with 20MB HD .£276 
A600 W,W & W with BOMB HO. £359 
A600 W,W S. W + 1.3 ROM £21 8 



PERIPHERALS 



100 Capacity lockable rfisk box. £5.99 

Sqmck mouse £13-99 

mat £1.99 

TDK high quality DSDdO) disks £9.99 

Cornpuicr Mall DSCK10] disks £6 

let Fighter joystick £13.99 

Apache joystick...... £6.99 

Python joystick £9.99 

Zipstick joystick £14,99 

Zi-Fy speakers £3* 

A5OO/A60G/A1 200 dust covers ..£*.$* 

A5O0 modulator. £3* 

Bug joystick £13.99 

4 -Way mains Extension block.... £7. 99 

TV RF lead £4.99 

A 5 00 interna I replacement drive ..£47 




A 1200 PRO RAM 






High quality memory expansion 

Lasy to fit full instructions 

Co- processor option 

ProRAM 12O0 simply slots into the 

expansion purl under the trapdoor 

ProRAM 120O2MB £169 

ProRAM 1200 4MB , L1W 

PtoKAM 1 200 8MB , £389 

ProRAM PCMCIA A60O/A120O 

2MB £109 

4MB £159 

ProRAM 1MB A600 £32 



SCANNERS 



Allows image processing in a uwlul 

and unique fashion 

Comes complete with manual 

( Jin- Di lli idlest growing applications 

for home and professional users 

High specification coupled with cost 

efteciive pricing 

64 grayscale* 100-40ODPI 

Fully compatible with Delu* Paint 4 

Advanced software 

Power Scanner 3 (A500/A1 2001. .£102 

Naskimono^ASOO) £89 

Powel Scanner 4 .... £11.6 

Power Scanner colour 4 £229 

Epson CT-6500 (inc. software! ... £599 



-" I 

14" Hi-Res colour display 
Complete wilh cable 
ln< ludes integral stand 
Full UK warranty 

Commodore 1084/1 065 s., £194 

Philips 141 55 A monitor/TV £184 

Micro Vitec .28 1438 inc Stereo .£309 

A12O0 5VCA monitor £228 

hlispl.i', hi-picitluctiv<iy mode*, nol delaulij 

Commodore 1940 £284 

Commodore 1942. £334 

Tilt a Swivel stand £6 

Monitor dust cover £4.99 

1,5m monitor ext. cable £14.99 

(Simply .add £26 for woriMlati&n of youi i ho* e 
when punltH'nR til* jliuvc) 



PRO ROM SWAPPER 




Swap between Kicks tart chip 1 , 
fits A50U, AS0O+, A&00, A1500 
Auto swapping via keyboard control 
Flexible cable allows the swapper lo 
work in conjunction with accelerators 
Simple to fit- full instructions 

Pro ROMSw.ipiiei ...,£18 

Pro ROM Swappert 1.3 ROM £35 

Pro ROM Swapper* 2.04 ROM £48 

KICKSTART ROMS 

KickStart ROM 2,04 £24 

KickSlartROMl.J £17 



<M .11' 



u 



xx xx x w 



1 




LU4 8EZ Telephone (0582) 491949 (6 Lines) EST 1984 




•:■- ■' " 




Allow* the addition of peripherals 
without damage to computer or 
power supply 
Why rt-sk da magi ng your expensive kit 

A-l one simple investment will 

ensure foul peace of mind now and 
tor the future 
Switch mode design 
Fu II crow bar projection 

British mid* 

A500 Power supply unit.., 
A 1 200 Cower supply unit. 
A6O0 Power supply unit,, 
A59Q Power supply unit... 
GVP HD Power supply unit. 
CDJ2 Power supply unit, 



PRO AGNUS 2MB 

Provides a full 2MB of Chip Memory for (he 
Arm&* 5Q0 and Al 5 OO/igW « Designed and 
buill in England "Supplied with 8375 Obese 
Agnus « Includes 2MB Memory on board in 
the form a< low power Zips 'Allows Ihe pru- 
i pssin.% of elaborate animation and sound 
■>dm:jhril> • Provides the same mix. chip memory 
.is itn- A120Q/A4M0 & 500 + 'Increases 
addressable memory space from 9MB to 1 0MB 
• Complete with full instructions and flying 
leads * British made 

Pro Agnus 2MB £129 

,f ree fiM ing a ■. ji lih.e - phone lor d-elai Is) 



POWER SUPPLY UNITS 
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Hisjri Quality • ■ 

Renowned and proven rcliabilty 

Anli-click 

Long moulded cable 

Slimline design 

High impact plastic 

Cumana external drive £57 

Cuma=na External drive + 100 

capacity disk box £61 

Cumana external drive + 100 
capacity disk box 20 blank disk* ..£46 
A50CVA5OO+ Internal replacement 

disk drive £47 

A60O/A12Da Internal replacement 

disk drive £59 

A2000 Internal replacement 

disk drive , £57 




COLOUR PRINTERS 


ra»mr 
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High quality premium range 


of Amiga 


printers 




Two year manufacturers warranty 


Complete with cable 




Citizen registered for dealer pi 


us service 


Swift 90 Colour 


£U? 


Swift 200 Colour 


£109 


Swift 240 Colour 


£219 


Panasonic KXP 1170 Colour 


£135 


SjrinBDeukimn, IUCFSIM 




Panasonic KXP 2123 Colour 


£205 


14 prt BOifllumn, 192CP5 Urjm 




HP Deskjet 5 OQ Colour 


£365 
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CHIPS & SPARES 



KickStart 2,04 £14 

KickSiart 1.3 £17 

KirkSliirtflOM Swapper £1S 

nwap hriwi-i-n KickSrarKi 

Fatter Agnus 6372 ..£24 

Obese Agnus 6375 , ....£3* 

Hi-Rev Denise £16 

1MB * <t Simms !3cbip) £39 

1MB* 4 Zips £19 

6520 CIA £7 

32 51mm IMS £42 

32 5imm 2MB £104 

M Stmm 4Mfl £149 

32 Simm$MB ,£2B9 

A5Q0 modulator £36 

Replacement mouse £1 3,99 

A500 Internal Disk Drive £47 

A6Q0/A1 200 Internal Drive £59 

i.5* IDE/2.5* IDE cable ,.,. £1 9,99 

Spike surpression plug £14*99 
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Now the power of the modem is within your grasp with the advent of these coil effective Pro ran^e of hi-spec modems. AutO-dial 

i^* 5 j autoanswer. Hayes compatible. 

Pro 2400 FP - Fax Modem v22, v22 BIS, V21, V29, V27 TER, 300-2400 BPS/Fax 9600. £79 

Pro VC144E- Fax Modem v22, v22 BIS, V21 H V29, V27TER, V32, V32/V44 BIS £189 

All moderns inclusive of Comma software, leads and power supply. 

How to make your Amiga into a robot controller - Ask for catalogue 



sales hotline 0582 491 949 (6 lines), 0480 471 1 1 7(24HR), fax 0582 505900 
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Credit card ordering by phone is easy. Simply pfione our sales hotline quoting your credit card number., expiry date, name and address and ihe produtls you wish to order and we'll 

do the rest- Alternatively wrile the about: details on your letter when ordering by post. 

When ordering by post in cheque form please write your cheque card guarantee number on the reverse of the cheque and send along with your order. Posi.il orders are also accepted, 

MINIMUM ORDER AMOUNT £15.00 

NO DELIVERY CHARGES TO UK MAINLAND. Should you wish your order lu be sent by courier service please add £5. this method secures Ihe item with full insurance, not express, 

WARRANTY/: One year warranty return lo base. ONE YEAR EXTENDED WARRANTY: Available on all products at 10% of purchase price when ordering. 



Head Office 

WTS Electronic Ltd 
Chaul End Lane 

Luton 
05 02 491949 



tnmpulpr Mali Uedford 

The Ha rpur Centre 

Bedford 

033431 1231 



Where to find us! 

Computer Mall St.Neols 

Priory Mall Shopping Centre 

St.Neots 

0480 471117 



Computet- Mall Hertford 

49 Railway Street 

Hertford 

0992 503606 



Computer Mall Dunstable 

84- High Street North 

Dunstable 

Bedfordshire 

115 Bli 475747 
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Ha ha ha! Look everyone, Watt's kicked Andy's crappy sandcastle over. Ho ho ho! Oh look, 
he's got an enormous crab hanging-off his big-toe — how. amusing. Well folks, there's just 
time before our next Mr Whippy to review the latest budget software. Oh I don't know, 
those boys — always joshing. Tsch. 



TITUS THE 
FOX 

Titus 

£7.99 




I love platform games. No I do. real- 
ty, and while smug console owners 
are snowed under with abyss-leap- 
ing hedgehogs and fruit-firing 
plumbers, we've had Ninjas from 
the Nth dimension, lions called 
Brian, and Naughty Ones, In fact the 
Amiga can rival anything the SNFS 
(ugh!) or the Mega Drive (pah!) has. 
to offer and often does it better. 
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So it's good news, then, that those 
nice people over at Titus have again 
released Titus the Fox. If you missed 
this humourous platform romp the 
first time round, the story goes some- 
thing like this: 

You must guide Titus to Marrake&h 
and back by running, jumping, riding 
a skateboard and even flying on a 
magic carpet. Why should you do 
this7 Is it for money? For fame and 
Fortune maybe? Nope, you're simply 

risking your furry bottom for love- 
It seems that Foxy, your child- 
hood sweetheart, has been cap- 



RORKE'S 
DRIFT 

Impressions 

£7.99 

l 
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Mention the words 'strategic' 
and 'wargame' and more often 
than not readers will scream 
"Aieee!" and run for the hills. Yes 
sadly the genre doesn't exactly 
embody excitement and 
although there are a multitude 
of wargame fanatics who like 
nothing better than to move 
armoured divisions around hex- 
based game maps, for most of 
us, we'd be happier sat for ten 
hours watching strawberry jam 
congeal on a stainless steel sink. 

Can you make it more exerting 
though? Well, yes you can, and 
Rorke's Drift from Impressions 
tries to do just that. It's January 
22 nd, 1 879 and 4,000 Zutus are 
massing for an attack on Rorke's 
Drift, a supply depot manned by 
137 British soldiers. Wait a 
minute... 137 against 4.000? How 
can that make for a good 



wargame. Sounds like a mas- 
sacre waiting to happen. 

Not quite. Rorke's Drift is not 
a fictional battle, it really hap- 
pened (though probably not like 
what Michael Caine done in 
Zulu} and the thin red line man- 
aged to hold out for 12 
hours against these over- 
whelming odds. 

Using an isometric 3D 
viewpoint, you take con- 
trol of the British troops, 
deciding when to advance, 
retreat, rest, aim, fight and 
fire. Each man has his own 
individual statistics and 
only a brilliant strategy can 
keep the Zulu warriors 
from the perimeter barri- 
cades- Did you know that 
renowned democrat and Inkhata 
big-shot Chief Mangasuthu 
Buthelezei was an extra in Zulul 
'Not a lot of people know that...' 
With its 3D graphics and intu- 
itive control system, Rorke's 
Drift is a good example of how 
wargames can cross over into 
the mainstream. It's not perfect 
by any means, the graphics look 
dated and blocky and the game 
is often very slow. It's also a 
shame that you can only fight 
the one battle but the Rorke's 
Drift episode is pretty damned 
involving- All in all, it's a huge 
strategic challenge and if you're 
looking for a good but uncom- 
plicated introduction to wargam- 
ing, you can't go far wrong with 
florae's Drift. [MB] 
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CRAZY CARS 3 

Titus 

£7.99 

Ah, the thrill of fast cars, the 
adrenaline rush when you slam a 
high performance roadster around a 
tight bend, the screech of the tyres, 
the roar of the engine, the feel of the 
leather seats against your.,. 



tured by evildoers and Titus must 
battle his way across the Sahara, 
dodging a variety of enemies includ- 
ing Babyboon (the kid with the dead- 
ly bottle) and Toyo the bespectacled 
snake (these enemies get weirder and 
weirder, don't they?). 

Okay, so it's typical platform fare 
and at first glance it seems little more 
than just another running, jumping 
and landing on brightly-coloured 



baddies type-game, but it's more 
than that. It's fast furious and high- 
ly addictive. Dated it may well be, but 
Titus the Fox is still a lot of fun. I'd 
recommend it to anyone who des- 
perately wants to ledge- leap but 
doesn't want to spend £30 for the 
privilege. Very nice indeed- [AN] 



OVERALL 
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Er. yes. Anyway. Unfortunately 
driving fast cars is not without its 
problems. Firstly, you must be able to 
drive. Secondly, you've either got to 
have a spare £200,000 lying about so 
you can buy the throbbing speed- 
mobile of your dreams, or your dad's 
got to own half of Kent and happen 
to have a spare Porsche in the 
garage. Oh, and then you've got to 
tax it, insure it, get some of that nice 
dashboard air freshener, some fluffy 
dice and a good, loud stereo. It all 
adds up to a lot of cash. 

Well, for all you poor, license I ess 
games players, the return of Cra/y 
Cars 3 means you can now get gas- 
guzzling excitement for a 2-stroke 
price. Or so it says. 

Like Chase HQ and Outrun, Crazy 
Cars 3 is a simple but furiously fast 
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ace game. Strapped in behind the 
wheel of your sleek Lamborghini Dia- 
alo, you must put your driving skills 
to the test over 60 twisty and tortu- 
9us routes. Weave through the traf- 
fic, beat off the competition, run your 
opponents off the road, dodge road- 
works and avoid the ever present and 
innoyingly persistent traffic cops, 
rhis is Saturday Night racing at its 
toughest, believe me. 

Well , at least that's what it says on 
the box. Although you can win races, 
customise your car and race through 
cities, deserts, rain, and snow, Crazy 
Cars 3 is really showing its age. I 
don't have to tell you that there are 
many games that do this sort of 
thing better (flump W Burn 
f ^instance) and despite the attractive 
budget price. Crazy Cars 3 doesn't 
ihine like a lighthouse beacon, It 
glows like a kiddies' torch. And not a 
i/ery good one at that. Personally, I'd 
90 for something else- [AN] 



SUPER 
CAULDRON 

Titus 

£7.99 

Long, long ago on that little black 
box known as the ZX Spectrum, 
Palace Software released a game 
called Cauldron, Before you could say 
hocus cadabra, it became a Spectrum 
classic. Years later and Titus picked up 
on the idea and produced Super 
Cauldron, an 'enhanced' version of 
the classic original. 1994, and it's 
back doing the rounds once again 
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LEISURE SUIT 

LARRY 3: 

US Gold Kixx XL 

£16.99 
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These days every graphic adven- 
ture has theme. Monkey Island 
has its pirates, Beneath a Steel 
Sky embraces Blade Runner and 
comes away wiffing a might 
strongly of the old Ridley Scott 
Aftershave Balm, and Simon the 
Sorcerer has its goblins, wizards 
and dragons (and Bjdrk). As for 
the series starring the epony- 
mous shell-suited Larry, well 
they're about sex, aren't they? 
Of course there are puzzles 
and jokes too (it's an adventure 
after all) but the game featuring 
the tratksuited Larrold sells itself 
as a sort of Ben Elton Live of a 
night out that runs naked 
through the streets yelling rude 
jokes at the top of its voice- In 



reality it's bit of a Sid James 
nudge-nudge, wink- wink of a 
game and most of the jokes 
revolve around innuendo and 
fertility statues rather than pic- 
tures of naked women. 

You control Larry Laffer, a pro 
fessional Califomian and 
semi -competent seduc- 
er. Once again the chase 
for women continues 
but this time you get to 
see the hunt from a dif- 
ferent perspective. As 
Larry, you'll lose your 
job and then your girl- 
friend and jet off to seek 
happiness in the steamy 
Nontoonyt Island Jungle 
ruled by Amazonian can- 
nibals (.fat chance). 
When roles are switched you 
play Patti, following Larry's trail 
into the jungle to rescue him 
from a life of sen-slavery. 

If you like 'Carry On' humour, 
if farts and lavatory flushes send 
you into paroxysms of giggles 
and you like ogling scantily clad 
women (though not real ones, of 
course}, then Leisure Sufi Larry is 
most definitely for you. But if 
you like your jokes to be funny 
and your graphics to be stylish, if 
you prefer a bit of deep cogita- 
tion to cheap suggestion then 
this game is probably not for 
you. And dare I say it, in these 
enlightened times, the whole 
Larry thing is beginning to pall. 
Laugh? I nearly did, [MB] 



and so sit back, relax, perhaps even 
turn off the lights as the tale unfolds 
Simply and briefly, your task is to 
help Zmira the friendly witch find her 
lost magic powers in a world haunt- 
ed by jumping pumpkins, slimy bats 
and other fairytale drop-outs. In 
essence, as you can see from the 
screenshot, it's a platform game, 
stuffed with baddies, various magicks 
and the odd broomstick or seven. 

Apart from the usual running, 
jumping and shooting as you travel 
through the different worlds, Zmira 
picks up spells that allow her to 
advance even further through the 
game. The 'Stone Spell' is the only 
one you have at the start, it 
fires, er,,. stones, and it's 
pretty pathetic. But as you 
progress you'll discover the 
Fireball spell, the Magic 
Staircase spell (allowing 
you to create steps to 
unreachable platforms) and 
the coin of Teleportatian. 
Despite the fact that it's 
often unbearably cute, 
Super Cauldron is an 
involving and engaging 
platform adventure, If s not as fast or 
as wildly furious as Zool 2 but it's 
hugely sprawling and a sizeable chal- 
lenge. You might not get addicted 
but it's a good game for the asking 
price. [MB] 
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i'S QUEST 3 

US Gold Kixx XL 

£12.99 

If there's one thing that Sierra is 
good at, it's producing sequels. Space 
Quests, Kings Quests, Polke Quests, 
Quests for Glory... once Sierra finds a 
successful formula it sticks to it like 
my old mate Sticky the stick-insect. 
One of the most successful of 
these is the Kings Quest series; cute 
tales in a high fantasy style with all 
I the Tolkien-esque elements you'd 
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expect, such as wizards, trolls, drag- 
ons and fairytale castles. The series, is 
currently at number six (a full-pricer, 
developed by Revolution), and if you 
liked that one, Kixx XL has released 
Kings Quest 3: To Heir is Human, 
another gorgeously fruit some and 
hilariously-titled tale for you to get 
your adventuring teeth into. 
Er...Elendil! 

Like most graphic adventures 
these days, Kings Quest 3 is com- 
pletely mouse controlled — a fact 
that's scarcely surprising when you 
consider that Sierra pioneered the 
whole point- 'n'-click revolution. Any- 
way, the plot goes like this: The evil 
wizard Mannanan whisked you away 
from your family when you were still 
a babe in arms, so that he could 
train you to serve his every whim. 
Obviously as the years have dragged 
by you've become a bit annoyed 
with your lot and the time has come 
to rebel and nick some magic off the 
old git. 

The scene is set. Can you learn 
enough spells and escape from Man- 
nanan' s tower without being 
caught? Or will you just be picked 
up by your jerkin and tossed over 
the battlements to plummet in a 
spazzy approximation of the swan- 
dive onto the rocks below? 

As you'd expect, Kings Quest 3 is 
an engaging and absorbing adven- 
ture. The graphics can't compare 
with the wonders of Simon the Sor- 
cerer or Revolution's superb conver- 
sion of Kings Quest 6, but it's emi- 
nently playable and as it's only on 
one disk there's no laborious disk 
swapping to infuriate you. So why 
not seek out Kings Quest 3, load it 
up and soak up the fantasy atmo- 
sphere. With a hey-nonny and a tra- 
la-la-la-la you'll either love this game 
or want to throw up two minutes 
after playing it. The fantasy theme is 
often wildly overdone but I enjoyed 
playing it and I'd recommend you 
have a bash too. [AN I 
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It's beginning to annoy me now. 
Just because the blimmiiV World 
Cup is being played (as we speak, 
probably}, every software house in 
the developed world has decided to 
release a football game. We all like 
football, don't get me wrong, but 
the amount of foOty games released 
this year could be legitimately 
described as overkill. 

Once again US Gold has managed 
to secure the official rights to a 
major sporting event and its World 
Cup USA '94 footballing extravagan- 
za should be hitting the shelves 
round about now. The Birmingham- 
based company is making bold 
claims about their latest soccer sim 
with statements like, "Don't settle 
for pale imitations," and, "It's the 
greatest test of football skill, strate- 
gy and tactics ever devised," 

At the moment we're not in a posi- 
tion to argue because the game didn't 
quite make it in for review as the issue 
went to press. What we can do for 
you, though, is offer the chance to 
win some completely fab World Cup 
merchandise — and it's all thanks to 
those guys W gals at US Gold. 
The winner of this completely bril- 
liant competition will be able to pre- 
tend that he or she went to the 
World Cup and spent oodles of cash 
on fashionable gear. Even if you 
don't win, there's a possibility you'll 
receive equally fantastic clobber in 
the form of tracksuits and T- 
shirts, so there's no reason not 
to enter. 
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Easy — just correctly answer the 
three multiple-choice questions 
below, stick the answers on the back 
of a postcard or stuck-down enve- 
lope and sent it to: FOOTBALL FEVER 
COMPO, The One, 30-32 Farringdon 
Lane, London EC1R. 3AU to arrive 
here by 28th July 1994. The first cor- 
rect entry drawn out of the hat after 
that date will receive a fabby World 
Cup USA '94 baseball jacket and T- 
shirt, the next will receive an official 
US Gold/World Cup USA '94 tracksuit 
and T-shirt, and the next two will get 
a World Cup USA 94 T-shirt and 
sports bag each. 



THE QUESTIONS 



1. What was the name of the dog 
that found the World Cup 
it had been stolen? 



3. When will the next World Cup 
be held? 
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CHAOS ENGINE E25 99 

&V flOICATE £34 .69 

PINBALL FANTASIES E29.99 

NICK FALDCS CHAMP1QW5HIP GOLF 634.99 



CHAOS PACK: £126.96 
OF A BASIC v3 J -PDwarlul Basic Pnogiafflming ungmjl ■ C5Q.CO 
PHOTON PAINT II - Ptwftlul Graptus PsinlingPsdbge ... CB9.95 

TDTflL MLsViT: £885,81 



AMIGA 600 

LEMMINGS PACK 
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FROM SILICA - THE UK's No1 AMIGA SPECIALISTS 
TACT US FOR YOUR FREE 64 PAGE AMIGA CATAL 
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NEW MODEL 



25mm, 68030. 
DESKTOP 



4Mb 
r - 



RAM 



fs-iA HAflD 

£ 1 4Mb drive 



IMC VAT ■ amBwis 



25mm. 69040i •; 
DESKTOP 



%m£1649 



^3(91 £1899 



25mh, 68040 
SCSI TOWER 



%2Ui£1999 



6^525^2299 



%. l?, b " £2599 



RAM UPGRADES 

CALL FOR PRICES 




AMIGA 600hd 

EPIC • HARD DRIVE 
&EPI 



AMIGA 1200 PACKS 
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OPTIONS 
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VIBAT 



ON 
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This month's tipular extravaganza begins with 
that sextitutar runaround of an avowedly royalist 
persuasion — nay complexion — Kings Quest VI 
continues with that miraculous melange of space 
prospecting and galactic gung-ho, K240; rolls 
thunderously through the second mighty 
apocalyptic encounter that is Armour- Geddon II 
and climaxes with that siren of sin and seduction 
Lure of The Temptress 



in 












This isn't really a complete solution as such because the way the game is structured makes 
a linear guide almost impossible. You'll need to keep jumping from location to location in 
order to progress but if you get stuck then look up the particular section your in and all 
should be revealed. Thanks to Adrian Downing of —yes! — Bournemouth for this guide. 






Isle of the crown 

If you move the plank at the right of the 
screen you W1 " ^ nc ' a 
box. Use the hand icon 
on the box to open it. 
Take the Daventry coin 
from the box and pick 
up yDLif Royal Insignia 
ring from the left aide Of 
the beach. Gd to the vil- 
lage and enter the hook 
*,hop. Talk to the owner 
.1 few times. Look 
afound the shop until 
you find the Love Poem 
^.hplf Use the hand icon 
on (he shelf to take a I 
book ol poems. A page 
will fall out and land on ■ 
the floor. Pick up the page and take the 
Bonng Book from the stand by the 
door. Use the hand icon on the spell 
book on the counter to find out what 
(he book shop owner wants for it. Use 
your ring on the down to get him to 
talk to you. Return to the book shop 
(airly Wequently to talk to the down. 
Go and see the ferryman who lives on 

^the wharf on an old boat, He won't 
talk lo you until you've talked to 



the owner of the book shop. Take the 

rabbit's foot from the table and head 

for the pawn shop. 

Here you can trade 
in your possessions 
for things you'll 
need at any time 
during the game. 
You can trade in 
your royal ring for 
the Magic Map, 
the pearl from the 
Isle of Wonder for 
your ring, the 
Daventry com for 
I the wind-up 

nightingale. Yoli 
can only have one 
of these items at a time but ydu can 
trade them as often as you like. When 
you get the "Drink Me" potion later in 
the game, drink it in front of the black- 
robed man. 

Beauty, the girl in the rose garden, 
won't talk to you until you bring her a 
white rose. You can get this from the 
Isle of the Beast. Give Beauty the Beast's 
ring. Later in the game a bird will 
appear in the tree. Sing-Sing the 




nightingale belongs to Princess 
Cassima. Talk to Jollo the clown to find 
out more about the princess. Use the 
wind-up nightingale to make friends 
with Sing-Sing so she will act as a mes- 
senger to Cassima. Give her your ring 
after you've used d on the guard dogs, 
the pawn shop owner and the down. 
Take the ribbon she brings to you . Give 
Sing-Sing the love poem from the book 
shop. Take and read the note she brings 
in return. Finally give Sing-Sing a white 
rose from the Isle of the Beast. 

You can't do business with the lamp 
seller until you have the old Hunter's 
Lamp from the Isle of the Beast to use 
in trade. To find out which new lamp 
you should take, use the "Drink Me" 
potion on Alexander in the pawn shop 
in front of the old man- 
Talk to the guard dogs outside the 
castle and use your ring on them. They 
will admit you to the castle. If you try 
to enter again and they recognise you, 
they won't allow you to pass. The 
guards will not let you in if you are car- 
rying a Magic Map. 

To get back into the castle, use 
Beauty's clothes (if you have them) as a 
disguise. The guards will let you in if 



they don't recognise you. If Beauty's 

clothes were burned up, you can us* 
the Magic Paint spell. Once you ha» 
successfully cast the spell use the Hand 
cursor on the magic door to enter 
You must have the Magic Map to 
get off the island Talk to the boot 
shop owner, then to the ferryman to 
find out about it. Go to the pawn shop 
and talk to the owner. Trade in you* 
ring for the map. Go to the beach and 
use the Magic Map on Alex. When the 
map comes up simply select your dps 
tination. 

Isle of Wonder 

Read from the Boring Book to make trw 
oyster bored. When he yawns, grab th* 
pearl from his open mouth, pick up the 
partial sentence from the beach. 

The five gnomes can be fooled using 
the following items in order: Flower etf 
Stench (from the Isle of the Beast) 
wind-up nightingale {from the pawr 
shop}. Mint (also from the shop) 
Rabbit's foot (from the ferryman), anc 
invisible ink (in the rubbish tipped out 
side the pawn shop). Go to the righ' 
and look at the spider. Pull the threae 
from the edge and grab the paper Yo*, 












need a rare book from the bookworm 
which he will only give you in exchange 
for a Dangling Participle, found on the 
Isle of the Beast This will only disap- 
pear after you've spoken to the book- 
worm and asked about the Magic Book 
in the bookshop. 

From here, go back to the beach 
and then go up. Through the swamp 
you'll find a garden. Get the teacup 
and use it on the swamp. Get the rot- 
ten tomato from the garden on the 
bump in the log to provoke the Stick- 
in-the-mud into throwing some 
Swamp Oo^e at you 40 you can collect 
it in the teacup. 

Make the Baby cry with a milk bot- 
tle from the swamp (check out the 
plant life) Catch the tears in the 
teacup, You must have the spell book 
before you can get the teacup. 

Use the flute to get the Hole-m-the- 
Wall. Get the red scarf from Chess- 
board land (through the gates of the 
garden), Get the lump of coal from the 
Isle of the Mists and trade it for the 
spoiled egg Get a head of lettuce from 
the garden and head for the Isle of the 
Beast. 

Isle of the Beast 

Get the Dangling Participle using the 
Partial Sentence. Use the lettuce on the 
pond and get the lamp. Ignore the gar- 
dener or he'll lead you to your death. 
You need the Shield from the cata- 
combs to get past the archer, 

Get the scythe from the Isle of Mists 
to get through the rose bushes. Take 
two white roses and the brick from the 
garden scene. Use the hunter's lamp 
on the fountain and get the Beast's 
ring and the mirror from the Beast. 

Isle of the Sacred 

Mountain 

There are five cliff puzzles to solve; 
1 . pick out the letters RISE from the let- 
ters on the wall. 

Z Select the symbols for the word 
SOAR (use your guidebook), 
3. Click on the stones in the following 
order: four, one two. 
4 Select the wonderful symbols for 
Azure, Caterpillar, Tranquillity and Air 



from your guidebook. 

5, Mow select the letters 
for the word ASCEND. 

At the top, avoid the 
old woman and don't eat 
the nightshade. You'll 
find a cave behind and to 
the right of the night- 
shade bush. Use the tin- 
der-box from the pawn , 
shop to light your way. 
Goto the right until you can see 
an opening in the wall. Take the 
peppermint leaves from the 
ledge and exit the same way 
you went in. 

You need to enchant the 
black horse at the top of the 
cliffs so that it will take you to 
the Realm of the Dead. Cast the 
"Charming a Creature of the 
Night" spell from the spell book 
in h«jr presence. Take the path 
to the north to encounter the 
Winged Ones and accept the 
Catacomb challenge. 

Catacombs 

The best way to survive the 

Catacombs is to map the maze, I 

usmg the tinder-box for light. 
To leave the catacombs alive you'll 
need the following objects: the red 
scarf from Chess-board Land on the Isle 
of Wonder, the Hole-in the-Wall from 
the garden on the Isle of Wonder, the 
brick from the Archer scene on the Isle 
of the Beast, and the tinder-box from 
the pawn shop on the Isle of the 
Crown. 

In the Spike Maze: starting with the 
tile to Alex's right, click the Walk icon 
on the three rose tiles. They should 
take you in a diagonal line. Mow click 
on the scythe tile to the north of the 
rose tiles. Click on the crown tile, the 
dove tile and then the skull and cross- 
bones tile. Finally click on the blank tile 
in front of the door and use the Walk 
icon to go through the door. 

You have to throw the brick into the 
gears of the machine to stop the ceil- 
ing. To reach the Minotaur's lair, find 
the room with the tapestry hanging Dn 
the wall. Use the Hand icon on the 
tapestry to get in. When you enter the 





"Coo&aay to you, guards. I was cast upon this 
siand in a slow, and l'n a tittte cemfusea 
about rny Jactation, could you tell eve what (Mac* 
this is, and who lives in this castfe^ 1 



V 



That was the last He'd seen of his crew. 
Debris from the shipwreck is scattered along 
the shore, hut of the life boats and his roe**, 
there is thankfully no trace. 




cul-de-sac room, you will hear the 
Minotaur on the other side of the East 

wall. Use the Hole-in-the-Wall on this 
walli and took through it. Mote the 
entrance to the lair, Stand by the blaz- 
ing pit and quickly use the red scarf on 
the Minotaur to defeat him. You will 
need a skull, the coins from a dead 
man's eyes, a shield and Lady Celeste's 
dagger from the catacombs. 

Isle of the Mists 

The Isle of the Mists will not appear on 
the map until you have made it 
through the Catacombs. Go to the vil- 
lage where you will need the Scythe 
from the tree and the lump of coal 
from the camp-fire. On your second 
visit to the island, go to the grove 
scene and use the skull that you took 
from the Catacombs on the base of the 
fire to collect some brightly glowing 
embers. 

On your first visit to the Isle of the 
Mists, walk west from the beach to the 



village. Take the objects you need and 
go back the same way Do not walk 
north-east from the beach or east Irom 
the village, To avoid being killed by 
Druids on your second visit, you must 
have the hunter's lamp with you, and 
it must be enchanted with the "Make 
Rain" spell, If you have Beauty's clothes 
wilh you, they will be burned up. 

Realm of the Dead 

Whenever you die you will enter the 
Real m of the Dead but all you can do 
is restore your game. The only way to 
enter the Realm and survive is to ride 
the black horse. Night Mare. You can 
find Might Mare at the top of the Logic 
Cliffs after you've been to the Isle of 
the Mists twice. Once you see the 
horse, quickly cast the Creature of the 
Might spell on her. She will now take 
you to the Realm of the Dead. 

Talk to King Calipham, Queen 
Alaril and the Mother Ghost. The/^ 
King and Queen are on the tint / - 


























spell book. Cast the Magic Paint spell 
on the outside- wall of the Castle of the 
Crown, on the Isle of the Crown. 
Combine the ingredients first. Fill the 
teacup with Swamp Ooze. Add River 
Sty* water and use the Black Feather to 
stir the mixture. Use the paintbrush on 
the side of the castle wall and you're 
ready to chant the spell. 




surface scene and the Mother Ghost is 
on the second The zombies aren't very 
fast and can be avoided easily but don't 
let them get too close or they'll eat you. 

Chtk on the bone xylophone to the right 
of the door. When the skeleton dance 
is over, pick up the Key Master's key. 
Give the ticket thai Queen Alaria gave 
yuu to the Door Master who will let you 
pass. Tdke the dead knight's gauntlet. 

You have to pay Charon two coins 
from a dead man's eyes before he will 
take you across the river. The answer to 
the Living Gate's riddle is L-O-V-E. The 
Lord of the Dead won't talk to you until 
you challenge him. You need to use the 
dead knight's gauntlet on him to issue 
your challenge. Use the Magic Mirror 
from the Isle of the Beast on him. 

You need to collect the following 
things from the Realm of the Dead: the 
Ghost Ticket from Queen Alaria, the 
Ghost Handkerchief from the Mother 
Ghost, the Key Master's skeleton key, 
the dead knight's gauntlet and some 
River Styx water collected in the teacup. 



Spell and Books 

Open the hook by clicking the Hand 
icon on it in you inventory. Use the 
Arrow cursor on the far left or far right 
sides of the pages to turn them. Read 
the spells carefully and look lor all the 
ingredients. To cast a spell you must 
have all the ingredients prepared in 
advance and have the creature or ihing 
you intend to enchant in front of you. 
Once you are prepared, open the Spell 
Book, find the required spell and click 
the Cast icon over the incantation. 

Make Rain 

The container for the Rainmaking 

spell is the Hunter's lamp. The "Salt 
Water not from the Sea'' is the baby's 
i tears. The Oracle's Vial with "Sacred 
A Water" is from the Isle of the 



Sacred Mountain and is given to you as 
a reward for defeating the Minotaur. 

The "Falling Water" is from the foun- 
tain on the Isle of the Beast. 

You will need to prepare this spell 
before visiting the isle of the Mists for 
the second time, Combine the ingredi- 
ents first from the list in the spelf book. 
You need to enchant the Hunter's lamp, 
starting by adding the baby's tears. Jse 



The Castle 

Stay away from the guard dogs, if they 
catch you they will throw you into the 
dungeons. You can sometimes dodge 
the dogs by using the wind-up nightin- 
gale to distract them. Hide behind the 
pillars by clicking the Hand icon on 
them. 

If you have wandered into the dun- 
geon and have met the Little Boy Ghost, 
give hiim the Ghost handkerchief from 
the Mother Ghost in the Realm of the 
Dead- Make sure you listen carefully to 
what he has to say. If you've been 
thrown into the dungeon by the guard 
dogs and made friends with Jollo, he 
will help you escape the first time. If 





the Oracle's Vial on the lamp to add 

sacred water. Use the lamp on the 
Beast's fountain to fill it with falling 
water. Make sure you add the ingredi- 
ents in the right order. 

Charming 

The hair is from Cassima's hair ribbon. 

If you can't get the ribbon, there's a 
strand of hair in Beauty's clothes. Cast 
the spell on the Isle of the Sacred 
Mountain, at the top of the Logic Cliffs. 
You need to enchant the black horse, 
Might Mare. Combine the ingredients 
first. Use the hair on the skull contain- 
ing glowing embers. Add the Spoiled 
Egg to the skull. 

Magic Paint 

The teacup will appear in the garden on 

the Isle of Wonder after you have the 



you have been captured a second time 

and have the skeleton key use it to 
make your escape. 

Jollo won't talk to you if you didn't 
make friends with him on the Isle of the 
Crown. If you're already best buddies, 
talk to him. He'll give you some good 
advice. Give hum the replica of the 
Genie's lamp you bought from the 
lamp seller. Find the door in the 
upstairs hallway, it's the first one on the 
west wall. There's even a secret passage 
to the room as well. 

Find the suit of armour in the North 
basement hallway. Use the Hand cur- 
sor on the suit's right arm. Once in the 
passageway, examine any chinks in the 
wall you find. You will recognise the 
chinks in the wall by the light stream- 
ing through them. Listen to everything 
you hear part of a puzzle is revealed 
this way. Find the Vizier' s bedroom and 
go in. find Cassima and talk to her I he 



chink in the wall of Cassima's room is 
located at the top of the stairs. The 
chink in the Vizier's study can be found 
down the hall. You <:an only use the 
secret passage if you've given the Ghost 
handkerchief to the Little Boy Ghost in 
the dungeon. 

Open the ebony box on the dresser 
in the Vizier's bedroom and read the 
note. Open the trunk using either the 
skeleton key or a nail. To get a nail, find 
the picture on the wall behind the pil- 
lar. Remove the picture and take the 
nail out of the wall. Make sure yuu pui 
the nail and the picture back when 
you've finished with them. Open the 
trunk and take the incriminating letter. 

Cassima's door is in the north hall 
upstairs. Click the Talk icon ort the door 
to talk to her. If you found her by going 
down the secret passage, click on the 
chink in the wall. Give her the dagger 
Lady Celeste gave you. Click the dagger 
on the door or the chink. You'll have to 
do it fast or the guards will catch you 

The storeroom is magically protect 
ed. It will open when you talk to it 
When the keypad comes up, enter the 
strange word you overheard in t he- 
secret passage. Then enter the word 
you found in the Vizier's ebony box 
Together the magic words are A-L-l-Z- 
E-B-U- Once you enter, uncover the 
table and look at each of the items on 
it, You must give Captain Saladin the 
incriminating letter you found in the 
study quickly or he'll stab you without 
any warning at all (although I ve just 
given you some so there should be no 
excuse, alright?). 



The Wedding 

Once inside the wedding area, step for- 
ward and speak to the Vizier or 
Cassima. If you have been to the Realm 
of the Dead and rescued the King and 
Queen, they will enter and help you. 
Use the Magic Mirror on Cassima and 
it will reveal that Cassima is really the 
Genie in disguise. The Genie will attack. 
You can avoid his spells by quickly fol- 
lowing the Vizier through the door to 
the top of the tower. 

If you've given Jollo a lamp earlier in 
the game, when the Geme appears at 
the top of the tower you can use the 
lamp to trap the him. If not, you must 
use the Peppermint Leaves from the 
cave at the top of the Logic Cliffs to 
confuse him. You will not be able to 
defeat the Genie in the wedding area. 
you can only manage it at the top ol 
the tower. 

Take the heavy sword from the wal 
and attack the Vizier. Cassima must 
have a dagger so if you get into trou 
ble she'll attack him. Finish the Vizier 
oft with your mighty sword. Hooray* 
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Everybody at The One loved K240 to bits, barring Simon of course, but then he wasn't 
very good at it. If you're a fan, then here's Steve McKevitt of Gremlin to ably assist your 
mining efforts... 



ining K240 for the inexperi- 
enced can pose a few prob 

_ lems. If you don't get the bal- 
ance right almost immediately, you 
could prove to be a bigger threat to your 
colony than your alien opponents. Below 
are a few sure- fire pointers to guide you 
painlessly through trie first few levels. 
After that, you're on your own... 

\ It's important to make sure that your 
colony is completely stable. Begin by 
building the following: 



Building 


Quantity 


Hydroponics 


1 




Hydration Plant 


1 




Decontamination Filter 


1 




Life Support 


1 


■ 


Solar Generator 


10 




Deep Bore Mine 


4 




Mine 


4 




Storage Tower 


1 




Gravity Nuilifier 


1 




Put on a low heat, and simmer for five 


minutes. Top this off with: 






Construction Yard 




1 


Command Centre 




1 


Missile Silo 




2 


Landing Pad 




1 


Sensor Array 




1 


Weapons Factory 




1 


Satellite Silo 




1 



This lovely little lot will give you every 
thing: you need to keep your asteroid 
stable, while leaving you with enough 
cash to progress. 

2 Contact Sci-Tek, the outer-space 
version of The Shopping Channel 
(except these really are aliens). Buy 
some 2nd generation Mines, and some 
2nd generation Deep Bore Mines. You 
could even add a missile tracker if 
you're feeling particularly wicked. 
These choice items will arrive with the 
next transporter. 

i: Allocate money to Vehicles and mis- 
siles -- this might sound obvious, but 
until you've sat there far two hours 
waiting for the damn things to build. 



before realising that the builders 
haven't been paid and they're still rest- 
ing on their shovels. 

4 Click on the Construction Yard, and 
build three Scouts Don't waste money 
arming them if they're attacked it's 
no loss, Instead, click on your Missile 
Silo and build 10 Vortex missiles, which 
are great for pre-emptive attacks. 

5 When your Scouts are built, send 
them off to explore far-flung sectors of 

space. If they find something on the 
way, they'll report back to tell you what 
it is. 

6 Once you have discovered an aster- 
oid, send a scout out pronto to do a 
geological survey, Only colonise it if 
it is particularly rich in minerals. 
Follow step 0) with any new asteroid 
you discover, 

7 From time to time the Empire will 
send you some snips and provisions to 
help you along with the game. By now 
you should have been sent at least one 
shipload, so group them together in a 
fleet and send them to patrol your main 
asteroid. 

This should provide you with a sta- 
ble basis upon which to build, and will 
ensure that you don't play yourself out 
of the game through bad economic 
management. How you combat each 
alien is really up to you — there is no 



"right way" to do anything. Generally, 
softening up the opposition with mis- 
siles before sending your fleet in 
is quite effective. 



H Building up Sci-Tek 
equipment can be 
expensive, because 
they have to be spe- 
cially imported 
from, er, Sci-Tek. m 
The followinq , 
items are excellent 
value, though: 
Nuclear Missifes, i 
Asteroid Engines, 
Constructor Drgids 
and Missile Guidance v 
systems, 
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9 Divide your ships into at 
least two fleets, This enables 
you to use different fleets for sep- 
arate tasks — something which 
becomes particularly useful when the 
going gets lough. And tough it does 
get. Arm one with air-to-ground 
weaponry for planetary attacks; the 
other with ship-to-ship weaponry for 
intercepting enemy fleets. 

1 Build missiles on all your asteroids 
to maximise their effectiveness. 
Remember' it's best for each of your 
asteroids to be equipped to "look after 
itself," if you know what mean, before 



any trouble might start, Building only 

on your home asteroid could lead to 

the enemy being out of range, 



1 1 Building engines on "dead" aster- 
oids and then "aiming" them at the 
enemy can prove very interesting! 

Think about it... 

12 Finally, don't call your asteroids rude 
names. It's not big, and it's not clever*. 

*The One would like to point out that 
Steve McKevitt of Gremlin said this, and 
not us. Just so you know. 
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Andy likes this, Everybody else thinks it's 
none too special, but he likes it. Everybody 
agrees, though, that it's very, very difficult, 
so here are some special tips and cheats 
directly from the programmer's mouth... 






So, Armour-Qeddon H, then. Let's imag- 
ine a scene; you've bought it, you've 
tned to play it but it's just too damned 
hard. Maybe, just maybe, you've found 
that controlling all of the vehicles at the 
same time is a bit frustrating. Perhaps, 
even, sticking the old scientists into 
tbeir development booths is proving a 
little tricky. If this applies to you, then 
read the following very carefully, 
because you're about to be enlight- 
ened. Believe it or not. 

1 : Read the manual! Okay, if you're 
not a big flight-sim fan you might find 
the manual situation a bit on the "big" 
side — but don't be put-off, lovers. It's 
not as big and tome-like as it first 
seems. Honest. 

2: Don't be frightened by the zillions 
of keys, either. At first it might seem as 
though you need several pairs of hands 
to control (a la Tornado), but you'll 
soon find that most of the keys are only 
used occasionally. There are several 
important ones which you use alt the 
time — for moving and firing, that sort 
of thing — so learn them, and then pick 
up the others as you go along. 

3: Use art analogue joystick, if pos- 
sible. The mouse is all very well, but if 
you're seriously into the game its 
worth investing in an analogue joystick. 
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The added control it gives you can be 
all-important to completing the game. 
4: Get familiar with your vehicles. 
Choose two or 
three different 
vehicles at first, 
get used to how 
they drive or fly, 
and really get 
good at looming 
around before 
moving on to 
other vehicles. 
Don't try some- 
thing complicated 
like the helicopter . 
too soon, because you'll just get frus- 
trated with crashing all the time Start 
with a tank, or something ground- 
based, and then go for the real fun — 
the aircraft. 

5: Control as many vehicles at once 
as you can. The enemy is only able to 
direct and control a limited number of 
attack vehicles at any one time. So, the 
more vehicles you have out there, the 
more "diluted" their attacking capabil- 
ities become. 

6: Aircraft are difficult to control, but 
are fast and powerful. Ground vehicles 
are slower, and therefore more vulner- 
able to attack, but generally easier to 

control- Is that 

too obvious? 
7: Develop 
all the vehicles 
and weapons 
that you're 
likely to use in 
stage three. Of 
course, you 
don't know 
what these are 
until you get 
there, but by 
then it will be 
too late. Try 



experimenting, by putting a couple of 
scientists here, a couple more there, 
Save your game position, and then 
when you get to stage three, if you find 
that you're under-equipped, you can go 
back and change the development 
around a bit, 

8: Don't waste time, While your sci- 
entists are busy developing new vehi- 
cles and weapons, use what you 
already have to complete the first two 
missions. You are supplied with plenty 
of perfectly good equipment, more 
than enough to handle the first battles. 




9: Capture the enemy base which is 
situated on the island E5E (East-South 
East, orienteering fans) of Base Gamma. 
Do it as soon as possible, because it 
increases the number of scientists avail- 
able for weapons development, 

10: Concentrate on completing mis- 
sions involving the capture of enemy 
bases, as this will result in more infor- 
mation about vital future missions. 
Good for a bit of the old espionage, if 
you know what I mean, which, like in 
all strategy games, is rather interesting. 

11: Place MDPs (Missile Defence 
Platforms) loaded with mini- missiles 
outside each of your three primary 
bases. Your bases are very important to 
the success of your missions, and so of 
course defending them should be a pri- 
ority. The MDPs will help to help defend 
the bases from attack, which will come 
sooner rather than later. (Incidentally, 
the computer is likely to use similar 
strategies to the ones listed here, 
because the same bloke wrote them 
both — Simon.). 

12: Capture enemy factories and 
mines as soon as you can. The extra 
manufacturing capacity you gam is 
important to completing the game. It's 
not essential, but it will take you much 



longer to get anywhere if ynu don't 

13: Capture enemy bases to slow 
down the development of their satel- 
lite repair module- They will develop it 
come what may, but if you slow them 
down it annoys them a bit - and that 
should give you a warm feeling inside 

14: When using the Auto Pilot with 
aircraft, make sure that they keep fly- 
ing above 1500 feet, Otherwise you 
might find that Mr Computer has a bit 
of a fit and starts thinking that the 
ground is its mother, or something, and 
try to cuddle it while travelling at twice 
the speed of sound, 

15: If you use the Auto Pilot with 
ground-based vehicles, watch out for 
rivers. Some vehicles can't pass water 
(!), and if Mr Computer decides it fan- 
cies a swim, you might be in trouble 
(This Auto Pilot thing's a bit crap, real- 
ly, isn't it?). 

1 6: Don't use the cloaking device ali 
the time, because it eats fuel like there's 
no tomorrow. However, if you're in the 
middle of a battle against "IB enemy 
tanks and a few aircraft, there mighi 
not be a tomorrow anyway. Still, that's 
life. Or death. 

17: Zoom out on your radar display, 
because only ground objects picked up 
by radar will be relayed back to the HQ 
tactical map display. 




1B: Try to play the game in two-play- 
er mode (yes, you need to introduce a 
friend at this point, folks) because twc 
pairs of eyes/hands/feet/teeth are bet 
ter than one. 

19: Always have a pre-formatled disi 
ready for saving your position mid- 
game, You'll regret it if you don't. 

20: Always write down your missiw 
co-ordinates as soon as you get the™ 
{a pen and some paper help here), 
because this will help you complete the 
game more quickly the next time. 



Now this is what I call, er, tips for Man (ltd. Tim James from Krisalis spent six hours 
writing these, apparently, so you'd better blimmin' well use them. Or else. 



rE AAA SELECTION 

.ach player has the following stats 

which show their abilities using a 

eries of coloured bars; 

i' : ) 

if... the speed of the player, curious- 

, enough. 

TAMINA 

low quickly the player tires and slows 

lown over the game. 

iGGRI SSI ON 

low keen the player is to tackle and 

*in the ball back, Players with high 

ggression but low tackling ability 

vill foul players more frequently than 

ithers. 

OIMTROL 

he individual player's ability to con- 

rol the ball while dribbling. Highly 

killed players can turn through ISO 

legrees with the ball stuck to their 

eet, but the lower skilled players tend 

o lose the hall more easily. 

AS SING 

he player will pass the ball to another 

earn mate when yau click the fire but- 

an. Haw accurate that pass is depends 

in the player's passing ability. 

ACKLING 

k kicking the other players in. Much 

he same. 

MTELUGENCS 

When you set up the Tact i -Grid you 

ive a player instructions regarding 

tyle and positioning. These instruc- 

10ns will often conflict what isactu- 

lly happening on the pitch. Far exam- 

■le, you have told your man on the 

ight side of midfieid to make prob- 

ig runs wide on the flank down to 

hie touch line. Unfortunately, your 

pponent has other ideas and has had 

ou pinned back in defence. Theplay- 

r r s intelligence will determine 

/hether he rushes back to help defen- 

ively or hangs around the wing fofl- 

jwing your orders to the letter. 

ITNESS 

his is a general fitness level which 

ffects speed and stamina. 

10RALE 

his will affect all other skills. 

OWER [midfieid players only) 

hot power, 

CCURAi v (outfield players only) 

he ball will not always go irt the 






direction expected 

depending on a player's 
accuracy. Most Premier 
division first team play- 
ers are pretty accurate 
but this tails off in the 
lower divisions. 
POSITION!' (goalkeep- 
ers only) 

Their ability to position 
themselves in the right 
place for incoming shots, 
corners and free kicks, 
HANDLING (goalkeepers 
only) 

How likely the goal- 
keeper is to catch the 
ball or parry it. 

STYLES OF ^^m 
PLAY 

Each player has his 
own preferred method 
of play. If you have 
elected to be one of 
the more skillful sides, 
like Blackburn or Man 
Utd then you can be 
quite flexible in your style of play. If 
you have selected one of the more 
average sides then you will have to 
use the Tacti-Grid to play your 
strengths. These suggestions assume 
that you can get the ball to a rea- 
sonable striker. 
1. THE SHEARER 

A pfayer will frequently get into a 
scoring position directly in front of the 
goal. Although keepers tend to be at 
their best in this situation some strik- 
ers within the game have hard 
enough shots to beat the goalie, espe- 
cially if enough aflertouch (swerve) is 
applied to the ball, 
2.THELINEKER 

As mentioned above there are only a 
few strikers who can beat keepers 
outright. It can be beneficial to play 
two or even three strikers in an up- 
front attacking role waiting to pounce 
on dropped or parried balls. Highly 
recommended. 
3 THE WRIGHT WAY 
Keepers are much easier to beat from 
an angle, especially when the ball is 






in the air. Use only half power with a 
lob and swerve to leave the hapless 
goalie clutching at fresh air. 

4. THE Lt USSIER 
Again from an angle, aim just to out- 
side of the post and swerve it in. This 
will generally only work with highly 
skilled players. 

5. THE WADDLE 

Go against your instinct and use the 
wing. It does require more skill to get 
the ball in the box from this position 
but great territorial advances can be 
made, especially with fast skillful 
wingers. For players with high control 
skills even a 90 degree turn at the 
touchlme should be no problem. 
6 1HE BASSET! 

You may have picked a team bereft of 
talent. Fear not, some managers have 
made a career out of making some- 
thing from nothing. Get one or two 
decent players up into scoring posi- 
tions and then supply them using full 
power and lobbing over the opposi- 
tion's midfieid to deliver the ball to 
the feet of your strikers. 



OPTIONS 

1 THE BOG STANDARD 

In the common defensive back 

four you do not have to worry 
about fast skillful players, as 
iong as they can get in the 
way and boot the ball back up 
the field you shouldn't con- 
cede too many goals. 

2 l Hi- GUNNER 

When going for the all impor- 
tant 0-0 draw it's a good ploy 
to pack the area with defend- 
ers. Not interesting, though. 
1 THI CHARITON 
If you feel confident that you 
can keep the opposition 
pinned in their own half, you 
can pile the pressure an by 
pushing your full-backs for- 
ward. Make sure that the play- 
ers are fast enough to get 
back should the other team 
break though. Ireland have 
got to the World Cup using 
this tactic. 



-NERAL TIPS 

I THE WREXHAM EFFECT 
Playing a lower division club may be 
frustrating as your tricks won't come 
off as often as when managing a 
higher club. The opposition however 
wiH be just as unskilled so when your 
good move does come off, they won't 
be equipped to deal with it. When you 
do meet a Premier League club you 
will find that the 'giant killer' aspect 
will raise yourgame skills and give you 
a better chance. If you're a Premier 
side, don't expect the lower clubs to 
be a walk-over. 
2. THE GASCOIGNE 
If you are informed during a match 
that one of your players is slightly 
hurt, don't worry too much. If he is in 
pain, substitute him as soon as pos- 
sible to avoid prolonged injury. 
3. THE TAYLOR 

Should tftings be going against you at 
half time don't be afraid to experi- 
ment with both your formation and 
line up, A fresh pair of legs often 
works. 





Trundling down a Cyberbeach with a laser pistol in u 

my manipulator, scanning across the sea, scanning 
across the sand; Scanning down the laser of the 
robot on the strand... Absolutely negative — I'm 
dead, I'm alive; I'm a Cyberdroid, killing a robot. 
(The above is a short extract from Andy Nuttall's 
first novel in his native Welsh 'Gwalchmai Parka 
Arianrhod' (Oi, that's my Parka you space-fiend!), which 
if there is any justice, will never be published. Ever.) 
What a sad waste of space he is. Truly. 



GENERAL RULE 

If you see any animations, icons or texts 
which you don't understand, just move 
the cursor over them and you should get 
an indication in the status line below. 

WEAPONS 

You can reload all your weapons on the 
Equipment Screen by selecting the 
required ammo and clicking onto the 
related weapon, when you should hear 
a reloading sound. It's better to use 
one-handed weapons A you can, 
because then you can switch Close and 
Range combat weapons with d single 
click on the hands of the Combat 
Screen. This saves losing a load oi 
Action Points for equipment rear- 
rangement. 

DUNGEON SCREEN 

You can readjust the scrolling speed 
of the messages with the + and - 
keys. When you use Art item it disap- 
pears from the Item Window - if it's 
replaced by an out-of-tune TV, then 
the chances are you've dropped it or 
used it in something. It it simply dis- 
appears then it's probably des- 
elected, and so you can find it 
in your Equipment Screen. 

ITEM ANALYSIS 

Select an item on the Equipment 
Screen, then switch to the 
Network Screen and type in 
"ANALYSE". Your selected item 
will appear in the small window, 
and you will see every parameter of your 
item on the screen. Minimal 
Requirement values indicate the least 
values the character requires to use the 
item. Speed Factor% shows how quick - 

^ly the item can be moved compared 
to the initial 100 percent. 
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ORGANISM 

ANALYSIS 

Move the targeting square 
over an enemy on the 
Combat Screen, then 
switch to the Network and 
type in "SCAN". The tar- 
geted character will appear 
in the small window 
together with its actu.il 
character page. Always 
check ihe Resistances {enemies oi ths 
same kind have the same initial values). 
Select your spells and strategy careful- 
ly and wisely. For example, if an enemy 
has 100 percent resistance against 
Astral Influences, then it's not wise to 
attack it. with a Ufeforce Dram spelJ. 



Always remember that when you select 
something in the game, it will be acces- 
sible somehow on another screen. For 
example, when you select an item it can 
be analysed on the Network 
Screen, or when you select a 
spell you can cast the select- 
ed spell on the Combat 
Screen 

STAMINA- 
PARADOX 

As you probably noticed, if 
your Stamina reaches you hecome 
unconscious, but if the enemy's readi- 
es it dies. Well, who would bandage 
or heal up an enemy? 



NETWORK SCREEN 

To skip back to a previously typed com- 
mand use the up and down arrow keys, 
just like in the Amiga's Workbench Shell, 

RESISTANCES 

Resistances are designed to be 
a second -level filter of inflict- 
ed damage. There are 16 of 
them, and they cover up every 
possible influence you can 
face in the game. 

Let's look at how they work 
Say the basic situation is that 
you were injured by ■ blast of 
the Napalm truption spell. The related 
resistance is High Temperature, and the 
Original Damage would be 40. So, your 
percentage resistance against High 
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temperature affects your damage 

KillUs 

Your resistances can only be 

nodified by your equipment. 
'or the resistance modification 
sf each item use the Item 
Analysis network function. 
Resistances are the only values 
that dgn't change in real-time 
during combat, and they are 
sne of the most important 
:hings to build your combat 
strategy an. For the best attacking 
Tiethod you have* to find out the resis- 
ances of your opponents — use the 
Organism Analysis network function. 

ACTION POINTS 

rhe Action Point method was deve'l- 
iped to simulate the real-time flow of 



non-real-time combat. At the begin- 
ning of each round, each character has 

100 Action Points, and it how 

many Action Points they use 

for a certain action 

depends on their 

personal values. 

For example: if 

a character has j 

a speed of 

117, then the 

requirement is i 
on 1 7 Action Points. 

The most important Action 

Times are: 

Operation Time: indicates how many 

Action points are needed to Move or 

Change Equipment on the Equipment 

Screen. 



Physical Action Time: indicates how 
many Action Points needed to perform 
a Physical Attack or Defence. 

Range Action Time and Mental 
Action Time are the same, but 
with Range and Mental 
I » Attack and Defence. 

Note: On the Character 
Screen, you can see the 
Actual Status of these 
values, affected by your 
Actual Weapons in hand. 
Have a pen and paper 
handy, because when you 
get a spell, it doesn't tell you 
what it is used for so you can jot it 
down for later in the game. 
The charts on this page were sent in by 
Alan Taylor from Botton.Cheers r ma re: 1 
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CODE 


01 


17,18 


02 


18, 31,32 


03 


03,08, 13,31 


04 


24, 32 


05 


263036 


06 


04,10,25,40 


07 


09,28 


OS 


23,29,35 


09 


01,02,04,40 


10 


26,30 


11 


14, 20,33 


12 


11, 21,25,40 


13 


3 1 , 40 


14 


10, 26,34 


15 


08, 19, 36, 38 


16 


10, 22 


17 


15, 19, 26 


18 


10, 16, 22, 28 


19 


07,14 


20 


15, 37,38 


21 


03, 04, 24, 39 


22 


17, 19 


23 


19,23,35 


24 


11,26,37,38 


25 


20,32 


26 


13, 17, 28 


27 


02, 05, 24, 33 


28 


07,36 


29 


19,28,36 


30 


01,05,06, 18 


31 


11,18 


32 


10,28,35 


33 


01,29,32 


34 


34, 36 


35 


04,05, 12, 15 


36 


15, 36 


37 


09, 33, 38 


38 


21, 30, 33 


39 


28, 33, 40 


40 


17, 21, 27 
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J l met a devil woman with evil on her mind, 
met a devil woman she's gonna getcha-..'! 
Er, yes... thanks Cliff. That's not really what 
we meant... 



Lure of the 
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Go to the Forge under the arch in 
Smithy Street. Talk to Luthern and gel 
the tinderbox. Find Mallin and talk to 
him, agreeing to do what he asks. Go 
to the Village Shop and give the metal 
bar to Ewan. In return, he will give yog 
a Gem and twelve Groats. Go to the 
Magpie Tavern and give the Gem to 
Nellie and take the flask she offers in 
return. Bribe Morbus and talk to him to 
find out about Goewin. Go back to the 
Forge and give the flask tg Luthern. Talk 
to Luthern to hear about Grub. Go to 
the Magpie Courtyard, talk to the 
111 tnC beginning stranger sitting down and ask him whs* 

With this little beauty recently released he knows about the Slack Goat. He wiH 
on budget, we decided that a full solu- reveal that he is Grub and will give you 
tion would be the only thing that a fockpick. Go to the Severed Arms and 
would prevent you hopeless games- talk to Eileen about Taidgh. She wiN 
players from writing in with queries, then give you Taidgh 's diary which you 

should examine before going to the 
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1 general pointers to 
help you get around: 

Talk to everyone you meet except 
the Skorls. 

Many will tell you what you want 
to know if you keep at them. It pays 



Don't forget to save your pos 
constantly — you never know what 
lies around the corner. 






In the dungeon Market w*«, 

Pull the torch from the wall and set fire Give the lockpick to Rat pouch arid 

to the straw. Go and stand near the then look at the door on the boarded- 

door and wait for the Skorl guard to up house. You'll find that it has a lock 

open it. The guard will enter the dun- on it so tell Ratpouch to use the !ock- 

geon and run over to the fire. Nip pick on it. Go into Taidgh's House and 

through the door and slam it shut look at the apparatus to discover that 

behind you. Lock the door so the Skorl it has an oil burner. Use the tinder Don 

can't get out. Go to the Guard Room on the burner and when the process 

and pick up the knife that's on the bar- has finished, use the flask on the tap 

rel. Get the bottle as well arid look at The tap is on the right hand side of the 

the barrel to find the tap. Use the bot* apparatus. Go to Middle Street and 

tie on the tap and then use the knife on drink the contents of the flask. You can 

the sack, Look at the sack and you'll now enter the Town Hall without gel- 

fmd a Groat If you need a laugh, look ting into trouble with the Skorl Guard 



through the grill. 



Open the door and go into the Town 



Go right into the Torture Room. Use Hall. Talk to one of the guards and 

the knife to cut the leather cord around Goewin will be freed. Once he has left 

Ratpouch 's feet, and then go to the the Town- Hall, talk to him until the spet 

Outer Cell and give the bottle to the has worn off. Talk to Goewm again and 

prisoner. Get Ratpouch to push the then look at the poster outside the 

bricks so you tan escape through the Monk's Lodge. Make sure you've spo 

hole in the wall. You are now outside ken to everyone and I hen talk to Malta 

the Castle in the Village. to get the book. 



. t 







rhe monk's lodge 

So to the Monk's Lodge and give the 
iook to either monk who will give you 

statue in return. Talk to Welk and 
□by and, after talking to Toby about 
elena r go to the Apothecary 
Workshop. Ask Goewin if she can pro- 
ido you with an infusion of herbs. She 
/ill ask you which ones you want. Pick 
he top answer; Houndstooth, 
lecampane and Cowbane are out of 
lock at the Apothecary. Go to Smithy 
treet and get Cowbane from the flow- 
r patch at the left-hand side of the 
creer). Go back to the Apothecary and 
ive the Cowbane to Goewin, 

Leave the Apothecary and wait for a 
mute before returning to ask Goewin 
: the spell is ready, If it isn't, wait 
nattier minute and ask again, Go to 
no Severed Arms and talk to Ultar, He 
hould tell you how to get through the 
i/eregate, Go to the gate and talk to 
ie Gargoyle, You need a female to 
pen the gate for you, but the 
iargoyles won't accept Gwyn so you 
ave to talk to Goewin and get her to 
el p you open the Weregate, Go to the 
ate to meet Goewin and when you 
nd her, talk to her and she'll open the 
ate for you.. When the gate is open, 
on't waste any time before going 
trough it. Goewin will go through 
utornatically. Push or pulP the skulls to 
pen the doors. When you are in the 
lue or green cave, tell Goewin to go 
ito the cave before you and push or 
ull all the skulls four times. It will take 
lirty hits for the cave monster to die. 

As soon as you reach the dragon's 
iir, use the potion on the dragon. Talk 
3 him and command him to help you. 
e will give you the Eye of Gethryn. 
etting back to the entrance cave is 
luch easier than getting to the drag- 
n. Push and puil the skulls until the 
oor on the right opens, Once out, go 

> the Market Place and wait for a Skorl 

> enter the Village Shop. Look through 
te window and listen to the entire 
indorsation. When it has finished, go 
ito the Village Shop and talk to Ewan. 
ow you are off to the castle 



In the kitchen 

Go to the bottom Jeft set of casks and 
look at the top one. You'll find that 
there's a bung in it. Next, go up the 
steps to the kitchen, look at the carcass 
to find the fat, get it and also get the 
tongs. Talk to the stranger twice and 
say that you've come for Selena. Talk to 
Minnow and tell him to tell the Skorl 
that Selena wants to see him. Stay in 
the kitchen until Minnow returns, then 
talk to him again. Ask him whart the 
Skorl is interested in. Go back to the 
Wine Cellar and use the tongs on the 
bung, Go back to the kitchen and go 
right to the Passage. Talk to Minnow 
again and tell him to teli the Skorl that 
there is a leaking cask in the cellar. Now 
go up the steps to be above the Dining. 
Room. Wait for the Skorl to leave the 
screen, count to ten and then go back 
to the passage. Go through the lower 
half of the Dining Hall until you reach 
the Gateroom. 

When you reach the Gateroom use 
the fat on the lever and wait for 
Minnow to arrive When Minnow 
arrives, talk to him and then tell him to 
pull the lever. You need to operate the 
winch at the same time as Minnow 
pulls the lever, This takes a bit of prac- 
tice. Once you've successfully complet- 
ed that, go back to the Passage and go 
up the steps to he above the Dining 
Hall. Go right to the second half of the 
Dining Hall, save the game unless 
you're a brill fighter, and go up the 
steps to meet the monster on the 
Drawbridge. It will take thirty hits to kill 
the monster. When he's dead, go left 
and — hurrah! — you've finished. 
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Baggsy I hawe that last banger, Harry. Mmmm. Pass tKe onions. Ooeer! Look at that 
jellyfish! Well what can I say! Thanks for the enormous amount of tips and tipulations 
that have been flooding in of late - you're really getting the hang of this aren't you? 
Don't forget, software prizes are up for grabs to anyone will a bit of skill, so keep 'em 
coming. And the address is: Mr Tips r The One, 30-32 Farringdon Lane, London ECIR 3AO. 



DOOFUS 

Prestige 

Mi Alan Taylor has some codes for this 

'intriguing' doggy (or is thai dodgy, ha 
ha ha) ptatformer. 

D21 5YS 

PH1G9JP 

ZR61S9 

HK94DV 

RR13RV 

XH372T 

PK49F0 

KB15HL 

LV1SPV 

BYS7PV 



ACTION REPLAYS 

CANNON 
FODDER 

Virgin 

Recruits C0063B-9 
Mission c.00633 
Missiles cO If 53 
Grenades c01f4d 
Level C00627 

CHAOS ENGINE 

Renegade (or was it 
MicroPros*;?) 

Player one money c22QBe 
Player two money c220be 

GODS 

Renegade {y_es, I'm 
pretty sure it was) 
Number of men 225 

Health C97 
Money 1 FB & B6E 



very own Gavin Cameron would like to 
remind us all that you can play as Max 
(the last character) by 'holding the joy- 
stick in port to the left while holding 
port 1 to the right for eight seconds. 
Thanks, mate. I'd forgotten about that! 



BENEFACTOR 

Psygnosis 




FLY HARDER 

Krisalis 

Stuart Kent who hails from historic 
Winchester earns himself a little soft- 

j.jjin *nr ftiacn rn(4u fmm thp 



rhrusf-rnspired tly about. 
PHOTON 
METAGRAV 
BLACKHOLE 



NIGHT SHIFT 

Lucas Arts 

Apparently, Adam Dowsett from Kent 
has just finished this father interest- 
ing puzzle/platformer, and consider- 
ing it's recently been released on bud- 
get, why not print the young mars 
codes I thought. You got a problem 
with that? 



SUPERNOVA 
TRANSMITTER 
QUANT 
MEDGEOPOWER 



MORTAL 
KOMBAT 

Virgin 

Credits c27f35 & c28903 



BODY BLOWS 

TEAM 17 

\ What with this having just been 
leased on budget, Aberdeen's 



Many thanks to. er„. well me actual- 
ly! Yes, 1 spent last night playing this 
excellent puzzle game, and here are the 
passwords I managed to uncover. 

UNDERWORLD 

6LRFIRMADM 

H2UPQTQLMP 

XTSORKRNQJ 

6ERFFKPDDI 

XGEICHFJDI 

67TGPHPCLD 

P3EEPRFF0S 

P4EA0EAEO 

XLJPOTZUTY 

BRUTAL 
FOOTBALL 

Millennium 

David Bent from Cheshire has sent in a 
list of codes for this violent kick-about, 
and here's a few to get you moving... 

Division 4: 

ga m e 6 N R88 85J J JJ J4R4 1 8 5W 

Division 3. 

game 3 YM9JQQQQQQY6Y0XX2 

Division 2: 

game 1 - ZCC9PGLLLLL2222222 

Division J: 

game 2 - YDPYJ3LLLLL2Y2Z2Z2 



BA - Banana, PI 


- Pineapple, CH 


Cherry, PL - Plum, 


LE - Lemon, 


l evel 1 


BA BA BA BA 


Level 2 


CH BA BA LE 


Level 3 


BA CH PI PL 


Level 4 


PI LE PI PI 


Level 5 


PI PI LE CH 


Level 6 


CH PL PL PI 


Level 7 


CH PI LE BA 


Level 8 


PI BA PI CH 


Level 9 


PI LE LE CH 


Level 10 


LE BA PL PL 


Level 1 1 


BA PI CH PL 


Level 1 2 


CH PL BA PL 


Level 13 


PL CH BA PI 


level 14 


PI CH PL BA 


Level 1 5 


PL PL PI PI 


Level 1 6 


BA BA PI BA 


Level 1 7 


BA PL CH PL 


Level 18 


PL LE LE PL 


Level 1 9 


LE PI CH PL 


Level 2 


CH PI PI CH 


Level 2 1 


LE CH PI PI 


Level 22 


' PL LE CH BA 


Level 23 


PL CH CH LE 


Level 24 


PL PI LE LE 


Level 25 


8A PI PI LE 


Level 26 


PL CH CH BA 


Level 27 


BA CH LE BA 


Level 2B 


LE BA BA PI 


Level 29 


CHPLCH PI 


Level 30 


CH CH BA PL 




GULP! DEMO DISK 

ICE/The One 

Considering how long it took me »i 
complete level one of our demo lew 
one last month, I thought I 'd give ym 
the second level's code just to make sui 
you see it all! 
Just type DEICED' 

TANK *N r STUFF 

PD 

A number of people have written in w* 

this, but young Christopher Jones fro* 
Barbill was the first to find a secret gam 
in our cover disk from the May issue 
Just pause the game and press N lo 

balls galore. 

ZOOL 2 

Gremlin 

Lucan Briggs from Hampshire has four* 
that if you type in CREMOLA on the titt> 
screen, you get 10 lives. You can abt 
type TOUGHGUY for invincibility, bv 
electric or spiked walls will still kill vo». 



| POPULOUS 

Oops! I'm afraid to say that I made a 

bit of a mistake in our May issue, 
when I mis-transcribed 'Peter from 
Croydon? handy character code. It 
should have been: ADKITDMEVQD- 
PXWTN That's 'N' for Neptune 
folks Sorryl 



SHOW— ( 



SHELF 



Swing low, sweet chariot. Commiit' for to 
carry me home. Yep, once again Matt The 
Medic steams the stamps off your letters 
for later use, and tries to unravel the mys- 
teries of the universe. And all this while 
being great too. Or something. 



Dear Matt 

My wife insisted that I buy Loom, but 
we can't figure out anything after we 
leave the island. We get past the 
whirl- pool but can't get anywhere on 
the second island. Please help, our 
lives have become miserable 'again'. 
Long live Striker. 

Michael Burns, 
Scunthorpe. 
P.S Get a shave. 

Okay .. once on the island, walk to 
the Green Glass City and then left to 
the shepherds. You wont get past 
them, but that's okay. Now walk hack 
and cast a camouflage draft on the 
workers m the tower. Now enter the 
tower and listen to the conversation. 
Walk to the crystal and use it. Now 
use the hell on the right and look at 
the sphere — this wilt show you a few 
things, one of which is how to pass 
the shepherds. Hope that gets you 
moving. 

PS. Get a life, Mr Sad 'nothing-better 
to-do-than-writem-to-me' Boms. 

Dear Matt The Medic, 
In the May issue you brought us the 
solution to Innocent Until Caught, It 
has been a massive help to me up 
until the point where you say "Go to 
the police station and talk to the offi- 
cer about a recent drugs bust, and in 
return he will give you a bag of flour". 
Having tried this, I've failed tn get the 
bag of flour. Is there something I'm 
doing wrong? 

Jason Bentley, 
Somerset. 

I went back through the solution and 
double checked that we hadn't left 
anything out, but as far as lean tell, 
as long as you really have followed 
this sequence step by step, you 
shouldn't have any problems. When 
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solution, I actually went through step 

by step myself and did get the bag of 
flour Other than that, if you're stiff 

having no joy, try the Psygnosis 
helpline on OS I 707 2333. 

Dear Doc, 

I have just bought Legend of Kyrandia 
for the Amiga. I gave Brynn my note 
and she to Id me to get the amulet and 
then find Darm. I've done both of 
these and he says he'll help if I get him 
a quill. I've found the last songbird but 
I'm now a bit stuck. Please help. 

Adrian Hodgkiss, 
Ipswich. 

To get the feather for the quill you will 
need to mend the bird's broken wing 
using the orange gem in the amulet. 
If you haven't already got this gem, 
you need to drop a number of nuts 
and pine cones down the hole in the 
middle of the forest. Once you've put 
everything down the hole, a large 
talking flower will appear (and no, I 'vc 
not been smoking happy cigarettes) 
and give you the gem. As always, it's 
best to collect as many items as pos- 
sible and then save the game before 
you start lobbing things around. 

Please Mr Tipper [huh] 

Can you tell me how to get out of the 

chambers or cells on level 4 on 

Monkey Island 2 on the Amiga, 

Chris Woods. 
Midlands. 

Once you 're out of the crate, go right 
and up the stairs into the sign room. 
Now go crown the left passageway 
and you'll come to a set of carving 1 ; 
Remembering the words to the song 
your Ma and Pa sang to you in your 
dream, push the carvings marked with 
the correct sequence of bones from 
top to bottom and they'll swing open. 
Walk thr 



MEDICATION REQUIRED 



nts any cheats for Videokid. 
n Ruddy from Co, Down wants to know how to get out i 
ve section in Corse of Enchantia. Also, how do you get 
d that forest level in Furry of the Furries where the bould 
lown (I was wondering that myself!). 



PRESCRIPTIONS 



to help fellow Dubliner James I 
oblems. In the underwater cave ; 
ed to collect loads of rocks and give them to the rock smash 
' (see back wall of cave). He should then give you some si 
j you tie to the two hoops outside. The mud monster sho 
go through it and leave some mud behind which you sho 
ck up. Now go and get some sticks from the little holes and 
id the coin that is lying around an a rock somewhere (Joe's I 
tre, really I) Go to the wishing well and throw the coin, w 
g for a helmet. Now go under the falling rocks wearing the h 
et, and go into the room and get in the bucket. At this point 
a mask using the mud and sticks,., the rest is down to yo 
s, Joe, a piece of software is on its way as we speak. 



find yourself in the hallway to 
LeChuck's throneroom. Ignore the 
locks and use the door to open the 
doggie door Now you can Jim 
Morrison (what? Simon.), 'break on 
through to the other side, . . ' 

Dear Matt the Medk, 
l have now played indy VI for some 
time now, and am really stuck like 
never before [how dramaticl, I'm in 
the model room in the labyrinth on 
Crete, having opened the 2nd door 
from the right using the stones (out 
of the 5 doors around the model), 
Through the 2nd door is a waterfall, 
and then a dead-end with some skele- 
tons on the ground with some 
Orichalcum balls {wa-hay !). From this 
point on, I really don't have a clue 
what to do. Please help. 

Thomas Sabinsky, 
Denmark. 

Okay, it looks as though you've 
opened the wrong door (possibly just 
using the wrong combination with 
the stones) so to be sure that you've 
got everything right up to this point, 
we'll start from just before the map 
room... Place the sunstone. moon- 
stone and bvorfdsrone on the spindle 
(in that order). Align the rising sun 
with the horns, the full moon with the 
noon sun, the city with darkness, and 
then press the spindle to open the 
door, which you should go through. 
When confronted by Kerner, don't 
argue, just give him the stones and 
when he leaves, use the ship rib on 



right. When you've escaped the 
labyrinth, follow Sophia over to the 
Nani U-boat. 

Dear Matt. 

I am completely stuck in Monkey 
Island 2 and would be grateful if you 
could help me. I hive found all of the 
map pieces in part two but I don't 
know what to do next. I have taken 
them to Wally on Scabb island, but he 
hasn't got his monocle to see with. 
Please help. 

Tim St anbury, 
Preston. 

I've got three things to say to you 
Tim: The Lighthouse Lens. 



HE SURGERY 
NOW CLOSED 



only a month t 
ks to everyone who 
writing in, especial) 
how'off's Shelf, I to 1 
ill. The address for y 
s is: Matt The Medii 
ames Surgery, The One, 
y Court, 30-32 
igdon Lane, London 
.1R3AU. Please don't 
* n e in or send SAEs as 
answer your querie 
mally and I punch A 
1 time someone calls 
just for Andy'; 
stop doing it. Alrigl 



P 






EATURE 




Andy has collapsed under the pressure of 
having concocted SWOS two months on the 
trot, and so while The Clueless Celt lolls 
unattractively in a detkchair, Sensi Virgin 
Matt B rough ton strolls purposefully (again) 
to the phone-b 
mission to win 
est and tastiest kin 
mouths of those 
they, in fact, he w 
anything at all this month? 




tfhelk-stall r his 
ts of the fresh- 
f rom the 
le chaps. Have 

y, done 



100 



Why do I get the feeling 
that everyone at Sensi is 
trying to avoid me? Is it 
perhaps that every time I've tried to 
make contact over the last week, a? 
soon as I explain who I am, the mys- 
tery man on the other end of the 
phone puts on an unconvincing Turk- 
ish accent and tells me "Surry, no 
one here. Sorry. No one here." and 
puts the phone down. 

Things improve a little when i get 
through to Martin, who acknowl- 
edges my existence, but politely 
informs me that "...everyone is reat* 
kly busy at the moment, and probably 
■won't be dole to talk to you for 
dnother seven months." 

In a bold attempt to go directly to 
the Chris 'The man himself Chap- 
man, I receive d message informing 
me that I have a t hoice. Apparently, 
I can either have an exclusive demo 
of International Sensi and some 
screen shots of SWOS, but no inter- 
view, OR, an interview and some 
screenshots but no demo. A difficult 
choice I know, but with Choppers 
quite obviously up to his neck in 
'work', I tentatively suggest a new 
alternative whereby I get both the 
demo and the screen shots, but 
attempt to corner Jon Hare for our 
interview- BINGO r We appear to have 
scored an goal in the nick of time. 
ThougrTthe boy done* good- It's a 
game of two halves etc... 

Having progressed from 'Seeking 
^Sensi' I find myself engaged in an 
'enjoyable' new game of 'Hunt the 
Hare'- In this contest, player one {the 
interviewer) tries to find fifteen min- 
utes in the life of player two (the 
interviewee) during which he 
can conduct a telephone con- 
versation. Feeling fairly confi- 
dent, I moved straight in for the 



kill, only to be skillfully deflected 
away until five o'clock that after- 
noon. That's alright- I can wait. I 
know how to wait... 

Five o'clock cometh. The tape 
recorder is set up, and I'm feeling 
pretty sure of myself . I've rung me 
girlf, "Don't worry lover," I told her, 
"I'll be home in time for tea." Every- 
body's happy. That is, apart from Mr 
Hare, who has been delayed by a 
heavy luncheon and has requested 
half an hour's respite. Oh dear. 

The clock drags itself round to five 
thirty, but wait! What's this! Harry is 
using the only phone in the office 
that gives, a good signal for the tape 
machine! Damn his eyes! Oh well, 
fair do's — it is his phone after all. 

Right. Five thirty seven. Let's rock. 
"Hi Jon, Matt here. Ready?" Oh. 
You're not. I see... 

Yes readers, once again, thwart- 
ed by the evil leader of the Sensi 
Syndicate. It would seem that this 
time he wants me to call him from 
home 'a bit later an' thus ensuring 
that I can't go out tonight, not to 
mention adding all sorts of other 
problems such as 'will the tape 
machine work round my girlf's' and 
'will her dad kill me for spending 
about £60 on his phone bill'. 

Unfortunately, there's no other 
time that Jon can do the interview. 
and so it is my friends, 1 find myself 
still sitting here in the office at 
seven o'clock, with one wasted 
evening, not to mention one over- 
cooked meal being thrown in the 
bin by one unhappy girlfriend. Well 
all I can say is, THIS BETTER BE A 
BLOODY GOOD GAME! Sorry. I had 
to get it out of my system. 

(I'm so glad that we arranged this 
properly with Sensible Software. If 
we hadn't done so, it might have 
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Liverpool's manager fancies some new blood, and having examined the Laiio 
team form, has decided to make a bold attempt to buy Gazza for the sum of 
£3m plus a swapsy of Ian Rush. When you considering that the eight bars by 
the player's value indicate their eight skill ratings, it doesn't take a genius to 

see why Gazza is worth £BM uerses flush's £1.flm. Buy buy buy! 




been a totat shambles every month. 
■God forbid.) 1 

And the band played on... 

WHAT'S GOING 
DOWN, DADDIO? 

Yes, it's happening! I'm finally speak- 
ing to Jon and, my word, what a 
month it's been. "We've just been 
trying to get things organised really. 
We'ue got Sens/ Goif, Cannon Fod- 
der updates and SWOS all to be fin- 
ished in the next two months! We 
also had to put together your inter 
national Sensi demo." Ah, but it was 
worth it wasn't it. Mo? Oh, alright. 
What about SWOS then? 

"Well we've been getting the 
transfer market in place, and trying 
to decide when you can view them. 
Because you'll have points where 
some players have played and some 



haven't, what we've decided is that 
you'll be able to go to the market 
after batches of games have been 
played. All this will be invisible to the 
games player because we're batch- 
ing as smali as possible in order to 
get the best possible consistency to 
the game." 

Originally the lads were going to 
'bodge' their way through some of 
the transfer market sections, but 
then they decided to go to the other 
extreme and make it as accurate as 
possible. Chris Chapman has there- 
fore spent a huge chunk of his time 
synchronising all the competitions 
running in the SWOS universe and 
making sure that the information is 
constantly updating. 

"What we've been doing mostly 
this month has been really boring 
Ifs really technical and dull, but 
we've been trying to finalise how we 
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calculate players' form," At this 
point Jon offers to explain it to me, 
and like the fool I am, I say 'OK 1 . 
Thankfully, the tape machine cap- 
tured it all, so prepare yourself for 
an insight like never before... 

"Each player has seven skills; 
passing, heading, tackling, etc.. all 
scored out of eight, ff you've gat 
an incredible player, he'll have a 
score of 56 {that's 7x8, multipli- 
cation fsml), whereas if he's reaily 
crap, he'll have a score of 7. These 
skills are set up on a position grid, 
so that if a player with good head- 
ing is placed as a centre forward, 
that position will fully utilise his 
heading skill, and will therefore 
double his heading skill points. 

"As an attacker, a player would 
have two hl-lighted skills, two low- 
lighted skills, with the rest remain- 
ing 'normal'. As an attacker, his fin- 
ishing and heading skills will be 
the most important, and therefore 
doubled. Of course, playing an 
attacking role, his tackling and 
passing skills would be halved," 

Yes, it certainly makes interest- 
ing reading doesn't it? Anyway, 
you get the idea. "These stats are 
for calculated results only, or if 
you're just playing as a manager,' 
Jon adds. 

Once you have the players' over- 
all skill score for his position, or 
'Grkjded' skill if s affected again by 
an eighth 'invisible' skill factor 
which acts as a sort of experience 
rating. If a player is promoted to an 
International position, he'll obvi- 
ously improve, whereas if he's rele- 
gated, his performance will suffer. 

"We then put his gridded score 
through this experience factor," 
Jon continues "which modifies it to 
give us a number between one and 
15 We then take all 11 of these 1- 
15 scores, plus the raw scores of 
the ungridded subs, divide it by 15, 
and end up with the average team 
score which we call the 'Raw Team 
Data'. This is further modified by a 
"form curve' which rounds the fig- 
ure off based upon past perfor- 
mances. This gives you an overall, 
end of the day, all said and done 
score that is then pitted against 
another team who have similarly 
had their score calculated." Bloody 
hell. I've got a headache. 

EXCRUCIATINGLY 
HARD SUMS 

Of course, this only affects com- 
puter scares and manager-only 
games, so the thing I want to know 
(being a traditional type} is how 
will these skill points will affect the 
player if he's 'joysticking' it? 

"If you look at the Mega Drive 
version of Sensi, the star player had 
the ball sticking to his feel in SWOS 
this would translate to a player 
with a high score for the 'Sail Con- 
trol' skill. This means that we can 



have eight different levels of 'ball 
stickiness' depending on the cur- 
rent players ball control rating," 

The key thing to bear in mind 
here, is that a player with a score 
of 'one' in all skills will still be a 
really good player — Sensi didn't 
want to have to disable players 
just to justify the feature — so you 
can still have fun without worrying 
about crawling around the field 
like a troop of brainless bananas. (I 
think you'll find that's 'bunch', 
mate — Harry,). 

"The skills should improve the 
actual playing, so with the skill 
'Finishing', when you aftertouch 
the balk a good player score will 
just assist' the shot slightly. It 
won't be unnatural, it will just 
position it slightly to make it a 
more difficult shot for the goalie. 



PUT PLAYER ON TRHNSrCR Ml'lRKCT 




- OAVIO JAMES 

CfrUCE 'jftgeeELRRR 
* ROE- JONES 
» -JULIAN DICKS 
■ NC1L RUDDOCK 

- MHftK HPlGHT 



>. G {KNCtt 

/. G 'ENG> 

>-Kfe it_r J- ,' 
y Lfc" FF'EMG.' 
V D ENG> 

fr D 'EHG> 







■ 


■ 


* 


■1 


■ •>■ 


Mm 


::: 


- 
■ 


- 


S 


m 



STEVE HCMRM' 



K.'^JJif-lJ.ai-^'a 



# *ONfJ« HHKLrV4 
n .JAMIE HCDKHflPP 

- MICHAEL THOMAS 

* NI'jEL CLOUOH 

- M«fl*: 1-IAL.TER? 

• ROBBIE FOWLER 
■ IHH RUSH 



r M ««U ■.■_„■■. 

£ H F ENG> 

1 ENGJ .._.«._. 

FIENG> ■■«._■■ 
■EHG> 

■y m iKNG) ■.■__■■. 

£ n (w*o ..mil, 



E^EOK 



"300K 

ei.SM 

CiOOK 

esook: 

£I.3M 



CSOOK 
SHOOK 
£l.3M 
£«SOK 

£l.*M 



CriNCCL 



I hough the skill bar graphs may look as though they're ail over the place, 
the player can still be of equal value as long as they are played in a posi- 
tion that optimises their individual strengths and weaknesses. This is the 
magical 'gridded' strategy that Jon mentions. Quite a few times. 
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The goalie could still save it 
(depending on his skill, obviously) 
but if your shot is off target, a 
good finisher might just help it 
creep in," 

Though Jon doesn't want this to 
overly affect the game, he hopes it 
will make the teams play in a more 
realistic way. Rather than Manch- 
ester United just being very fast, 
they should actually play to their 
positions, so Steve Bruce and Gary 
Pallister will be really good at tack- 
ling, and Mark Hughes will be real- 
ly good at finishing (and goal- 
hanging?) but not necessarily good 
at tackling. 

The team hasn't even started on 
the in-game stuff yet, as they're 
still concentrating on the menu 
systems, but ion points out that 50 
percent of the in-game stuff is 
already there, "...all it really needs 
is a bit of tweaking to add the 
skills and make sure they work. 
With the other stuff (transfers, 
player skills etc.) we've had to start 
from scratch. Building it up from 
nothinq is what takes the time." 

*Next month: More of the same, 
on/y prettier. 

Thanks to Martin at Sensi for being 
an incredibly hetpfui dude this 
month. Cheers, man! 
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Top programming bod 
Chris Chapman was get- 
ting so sick of Andy 
chasing him for our 
cover demo that he took 
a day off just avoid him 
(not a had idea, actual- 
ly!). Chris decided to 
unwind and watch some 
telly, and tuned into a 

Games Master re-run. 

And who should appear 
before him in all his pro- 
peller-headed glory? 
Yes! — Andy Nuttall 
Chris is said to be recov- 
ering quite nicely, and 
should be out in time 
for Christmas. 



JOn'S dishwasher 

has Stopped leaking 

now, although his 

wife washed the, 

kitchen floor the 

Other day so Jon 

got his feet wet 
anyway. Ah, look at J 

poor old Huddle; 
only worth £400,0$; 

these days... 
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As with many management games, you can send out scouts to look for 
potential bargains. By entering the amount of money you want to spend, 
as well as specifying the skills you want the player to excel in, the com- 
puter scout will offer as many possibilities as it can find that match your 
la. Once again, a glimpse at the skill bar graph shows why Parker is 
one of the more expensive acquisitions. 
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Welcome back to the action. 
And bloody exciting it is 
too — Domirvik's leading 
the League as we enter the third 
month but he's got two tough 
matches to get through in order to 
retain his position. We're all on the 
edge of our seats here, you know. 
Sadly, despite the Dead XI *f Swin- 
don Town of a season, there is no 
late transfer news because only one 
prominent figure has 'popped his 
clogs' recently, and we quite liked 
him. Anyway, on with the results... 



THE CLASSIFIED 
RESULTS 



GAME 16 

Musician* Union vs. Famous Addicts 
Obviously the two 'celebs 1 had been 
practising before this game because 
two goals were scored within the 
first 10 minutes- Dark horse (or 
should that be disgusting, ugly, tick- 
features pig?) Bjork {no relation to 
the pop star, of course!) put the 
Musician's Union one up, but Man's 
joy was cut short a few seconds 
later as Jools broke through to level 
the scores. Bjork grunted obscenities 
at the ref after the award of a dubi- 
ous free kick and was shown the yel- 
low card for being lippy. The reliable 
Blandford hammered one home just 
before the whistle to tip the result 
in Jools's favour. 

Result; 1-2 Scorers: Bjork (i-o). Jools 
(1-1), Blandford (1 2). Cautions: Bot- 
tom-faced Bjork {yellow card). 

GAME 17 

Chelsea vs. Liverpool CJC 
Tom went positively goal crazy dur- 
ing this match, leaving poor Chap- 
pers a tad dazed. The onslaught 
began with Bur ley's curved strike 
into the top corner of the net from a 
few yards into his opponent's half, 
(eat your heart out, Fashanu!). Pea- 
cock fallowed up with a straight 
drive at goal in the second half and 
sealed the victory with a stunning 
header a few moments later. 
Remit: 3-0, Scorers: Burley (1-0), 
Peacock (2-0), Peacock (3-0), 






The competition 
of the 1993/4 

<*rHOutt seasoil reach- 

vs. 
HONLVS** es naW-w*y 
-lid already the 

'Dream Team' 

is becoming 

clear. Ah, 

but is it 

yours? 



GAME 18 

rVe Luv U Itigt'nd vs. Gotham Park 
Everybody knew where Scooby 
Dooby Doo was during this match — 
loitering by the goal! His two well- 
placed volleys found the back of the 
net almost immediately, putting 
Jnnny Jonny Hare in front. Clough 
was lucky to get away with a yellow 
card when he cynically hacked down 
Batman, but the penalty awarded to 
the Caped Crusader was more than 
enough compensation, Cat wo man 
was also booked for going to toilet 
against one of the goal posts. The 
Penguin waddled down the wing 
and lobbed the bait over Jon's 
stunned goalie to level the score 
before Hirst thumped home another. 
Things looked desperate for Simon 
until the unequalled skill of Batman 
proved indispensable and Jon con- 
ceded a goal, A draw seemed likely 
but, sadly, Commissioner Gordon 
blasted in the winner only millisec- 
onds before the final whistle. 
Result: 3-4, Scorers: Scooby Doo (1- 
0), Scooby Doo (2-0), Batman (2-1), 
The Penguin (2-2), Hirst (3-2), 
Batman (3-3), Commissioner Gordon 
(3-4)Caufrons: Clouqh (yellow card), 
Cat wo man (yellow card). 

GAME 19 

The Red Machine vs. Catholic Family. 
Rik needed a right result in order to 
draw level with Dominik but unfor- 
tunately his slide down the league 
continued thanks to this narrow 
defeat. Things began badly as Dal- 
glish shimmied through Pom's 
defence to score but Nicholas 
replied by nodding in a fan-tastic 
cross and JFK forced home another 
soon after. JFK's celebrations ware 
cut short when the ref took his 
name for flicking bits of brain at 
other players. When he argued, the 
ref showed the red card and ordered 
the American off for an early bath. 
Result: 1-2 Scorers: Dalglish (1-0), 
Nicholas (1-1), JFK (1-2). Cautions: 
JFK (yellow card), JFK (red card). 

GAME 20 

Musician's Union VS. We Only Sing... 
Matt's pathetic beard obviously hin- 
dered his footballing skills because 
Andy (who is crap at everything 
except being Welsh) managed to win 
this The One grudge match. Torchy 
the Battery Boy received an early 



caution for shining his beam into 
the opposing goalie's eyes and com- 
pletely vom-inducing pig Bjork was 
also handed a yellow card for being 
ugly. Mr Benn magically appeared in 
Matt's area, catching Simon Le Bon 
completely off-guard. Soup Dragon 
fired home another a few seconds 
later to seal the victory for the 
whingeing old Welsh sod, 
flesuJt: 0-2. Siorers: Mr Benn (0-1), 
Soup Dragon (0-2). Cautions: Torchy 
the Battery Boy (yellow card), 
Bjork (yellow card). Parsley the 
Lion suspended. 

GAME 21 

Dead XI vs, Liverpool CJC 
Before the competition, Harry 
revealed that he wanted to come 
"somewhere in the top ten" but if 
he carries on playing like a girl then 
the League may decide to suspend 
him for being crap. Chris Chapman, 
however, failed to capitalise on 
Harry's complete lack of talent as he 
only scored three- Our decrepit Pro- 
duction Editor obviously felt sorry 
for the Sensi representative and — 
yes, you've guessed it — scored an 
own goal for him, Barnes picked up 
a couple and Houghton nabbed 
another during the second half. 
Richard the Lion heart was given a 
red card for having a name which 
can be shortened to Dick. 
Result: 0-4. Scorers: Own Goal (0-1), 
Barnes (0-2), Barnes (0-3), Houghton 
(0-4). Caution: King Richard I, The 
Lionheart', (red card). 

GAME 22 

Gotham Park vs, Qftho/Jc Family 
The crunch match- It was obvious 
that both players were nervous: 
Simon was seen drinking bottles of 
whisky in the corridor before the 
match and Dominik turned up wear- 
ing a different pair of trousers (Lord 
knows what happened to his other 
strides), The game reflected the 
duo's worries, It was a scrappy affair 
with both players missing absolute 
sitters, Dominik gained the advan- 
tage just after haff-time and Simon 
was noticeably troubled (the uncon- 
trolled sobbing gave this away). 
Dominik extended his lead by one 
more with Torquemada heading in 
beauty. Predictably, the jammy git 
clawed his way back out of trouble* 
with a couple of boring goals from 
Commissioner Gordon. Result: a bor 



ing bloody draw. 

Result: 2-2. Scorers: Nicholas (0-1 ). 
Nicholas (0-2), Gordon (1-2), Gordon 
(2-2). JFK suspended. 

GAME 23 

Wo Only Sing vs. Famous Addicts 
A nail-biting match, this. In total, 
eight goals were scored — a victory 
for football if nothing else, Bungle 
blasted home the first, followed 
quickly by a couple from Jools to 
put the Sensible Boy in the lead, 
Andy retaliated with a Torchy the 
Battery Boy hat-trick, but this wasn't 
enough to clinch victory. Both Mar- 
ley and Blandford fired home goals 
to bring the scores level. 
Result. 4-4. Scorers: Bungle (1-0), 
Jools (1-1 h Jools (1-2), Battery Boy 
(2-2), Battery Boy (3-2), Battery Boy 
(4-2), Marley (4 3), Blandford (4-4). 
Cautions: Marley (yellow card), 
Parsley the Lion suspended. 

GAME 24 

Dead XI vs. Chelsea 
You could tell Tom fancied his 
chances as he sat down. Grinning 
like the Cheshire Cat, he kicked-off 
and scored within a couple of sec- 
onds, prompting a groan from Our 
Grandad. Again, Tom pressed up- 
field and scored another — a white- 
wash looked like a distinct 
possibility Strangely, no more goals 
were scored ■ is this a turning-point 
for did Harry? Probably not, But at 
least he didn't score an own goaf 
this time, 

Result: 0-2. Scorer* 1 : Stein (0-1), Pea- 
cock (0-2) King Richard I, "The Lion- 
heart' suspended. 

GAME 25 

We Luv V Ingl'nd vs. 
The Red Machine 

When Charles fouled Heighway out- 
side the area, the crowd bayed for 
his blood but the ref turned a blind 
eye and awarded a free kick. This 
was enough for Rik who curled it 
over the wail and into the goal, This 
angered Jon who turned up the pace 
and played out of his socks, Clough 
scored a hat trick and Hirst picked 
up a couple to make the end result a 
"onvincing victory for the nice Sensi- 
ile fellow, 
r a *Result: 5-1 Scorers; Heighway (0-1), 
| Clough (Ml, Clough (2-1), eloign (3- 
1), Hirst (4-1 K Hirst (5-1) „ „ 
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WHAT DO POINTS 
MAKE? 

Each of your eleven players will 
gain plus or minus points 
depending on how their team 
played, as outlined below: 
Goalies: Score -1 point for every 
goal their team concedes or +5 
points for a clean sheet. 
Defenders: Score -1 point for 
every goal their team concedes 
or +3 points for a clean sheet. 
Mid-fielders: Score -1 points for 
every goal their team concedes 
and +1 for every goal scored. 
Attackers: Score +1 point for 
every goal their team scores. 
Goal-scorers: Score +1 point for 
every goal they score, with an 
additional +2 points for every 
hat-trick. 

Yellow Cards: individual players 
score -1 point if they are shown 
the yellow card. 

Red Cards: individual players 
'score' -3 points if they are sent 
off. 

tf one of your players is sus- 
pended from the league, then 
bell iture -2 points for every 
match he misses. 



THE TEAMS 

So who are the all-important 
managers then, eh? 

Simon Byron 

Gotham Park Rangers 

Andy Nuttall 

We Only Sing When We're 

Winning 

Matt Broughton 

The Musician's Union 

HarryAttrill 

The Dead XI 

Jon Hare 

We Love U Ingl'nd 

Jools 

The Famous Addicts 

Tom Watson 

Chelsea 

Chris Chapman 

Liverpool GC 

Dominik Diamond 

Catholic Family 

Rik Henderson 

The Red Machine 



HOW ARE YOU DOING? 

Okay, here are the scores so far. Add up the scores 
for your players and keep the total number of 
points you accumulate until next month. Ta-ra! 
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THE LEAGUE AFTER 5 GAMES 

Win - 2 points. Draw = 1 point. 

Team Played W D L F A Pts 
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Alfred Th0 Butler 
Two Face 
The Penguin 

Bungle 

Baby Clanger 
Parsley The Lion 
Eddie Van Halen 
George Michael 
David Bowie 
Rameses II 
Sitting Bull 
Capt. Mainwaring 
Seooby Doo 
Denis Wise 
Ge&H Thomas 
Elizabeth Taylor 
Kivlt Pheonix 

ftob Mar ley 
Eddie Newton 
Glenn Hoddle 
Dennis Wise 
John Barnes 
Jan Molby 
Hay Houghton 
Gerard Conlon 
Wglf e Tone 
Torquemddd 
Ron Vates 
Steve Heighway 

Graham Souness 
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I've got the chills, they're multiplying. And 
I'm loosing control. 'Cause the power 
you're supplying — It's electrifying. Matt 
Broughton doesn't think up very good 
intros, but by God does he know how to 
review Public Domain software. 



IN IKE VISITOR HAHIKi MM 




Vil m ?ol EAST UEH SJUIHEASI 

II 

Vni at* rtiiicUns st the Fi+nt ftesi: Mit tfcf tain tfitniKi It ii wrsttsr.l*d j^ 

i <ipu.ll n.cri etad*: VISITORS THIS UW. lb*™ n m irrav j«diGi*i»$ the gastrin 

inty 

VBD s^ji to; N«>R.tl EAST UE&T 
>E 

j'ciL jft in th-i Vijjf up Muting" fowt, That* aire atotit 21 ptuni t?M*r in-) 

Hatching [JiiLrs H^e af t-listit. fhe Mils are multi-cola**) jM the cn*p*t a 

jjfht aWt 1 , Ih*r*> ai>E isiE-pal peajfli viltijw h^pa ^ including i susfitiaus 

tttnwi 1 and v J trjfis* 4 Id NOrtM). tut rh* t- tajo? n: hptic? t\ yin. 

Ymi -:mi g» HEil r*SMHUSI 

> OH LOO*, JOES [HE-] HEY HM!ES< \UU IS CflESWV H*KES? - HAWNJ. 



TEMPORAL 
MISPLACEMENT 

17 Bit Software, 

Disk 3110 

It's my dad's fault that I'm here, real- 
ly. When I was about srvpn. he 
brought home one of the Apple H J s 
from his work, and that was when 
my life changed. Gone was the 
happy child who ran in the garden 
with the sun streaming through his 
healthy head of hair; replaced by a 
square-eyed, sleep-deprived saddo, 
who'd rather spend his entire Sum- 
mer holiday playing Apple Trek or 
Lemonade than run stark naked 
through the back garden like every- 
body else (are you sure about that 
last bit? — Simon.). 

And why this sudden nostalgia 
trip? Welt, it's because I don't think 
I've seen a text adventure like this 
since 'the good old days'. Of course 
the funny thing about, those so- 
called 'good old days' is that when 
you actually look at anything you 
remember rather fondly, you sud- 
denly realise that 'the good 
old days' were actually 
quite crap. 

Here's a prime example. 
Many times I've thought 
back to those happy days of 
text adventures and the 
time spent pulling huge 
tufts of hair out because it 
won't let you 'take plank', 
only to find later that this 

isn't because you 
haven't solved a puzzle, 
but because the game 



only recognises 'get plank'. AAR- 
rggh Happy days indeed. 

And what's this before me? Well 
blow me down if it isn't a 90s ver- 
sion of the aforementioned 'fun'. 
Ves Temporal Misplacement is a text 
adventure, tarted up with some 
black and white digitised graphics 
and the occasional sampled 'hello'. 
And what's more it's temporally 
misplaced. Not alf ! 

"You are standing at the south- 
ern end of a large, near empty car 
park- There is an icy chill in the air 
and a slight breeze whirls pieces of 
discarded paper around your feet. 
You can see: A Crumpled Security 
Pass." TAKE SECURITY PASS... Take 
is not in my vocabulary." PICK UP 
PASS... "Pick is not in my vocabu- 
lary." GET SECURITY PASS ... "Secu- 
rity Pass is not in my vocabulary." 
GET PASS... 'Pass — taken" HO0- 
BLOODY RAY! ! Have I won yet? 

Now I remember why people 
don't produce these text adventures 
anymore... 





OVERLANDER 

17 Bit Software, 

k 3116 

I was a bit of a git when I was a teenag- 
er. Still am, really. Apart from drinking 
too much cider and snogging lots of 
innocent girlies on holiday, I tricked 
some of my closest friends into giving 
me money just so J could get my hands 
on Spectrum games that I couldn't 
afford otherwise. 

One particular example springs to 
mind, where I convinced a 'mate' that 
we should form a 'games club'. Mem- 
bership to this dub would include such 
peril 5 as being able to pay half towards 
any games I fancied, as well as being 
allowed to "come round my house and 
play them whenever you fancy" — It 
proved too much for such weak minds. 

So anyway, thank* to my mate's 
particularly soft and gullible grandad, 
there I was — only days after thinking 
up the idea — plodding down to boots 
with someone else's money clenched 
tightly in my criminal -like grasp. And 



how did I choose to celebrate? Well. I 
went out and bought Ocean's Moor 
Alert for my Spectrum. And jolly goc 
it was too. 

Well at least now you know why I've 
been prattling on for 176 words (I've 
just counted, honest) because this is 
an excellent-look ing clone of the afore- 
mentioned game. 

Though some people will know the 
game better from the old arcade ver- 
sion called Moon Buggy, the concept 
itself should toe familiar. You have: 
drive a small buggy across a horizon 
tally scrolling lunar surface punctuat- 
ed by craters, rocks, mines and t 
of fire. Your buggy comes complt 



with the latest in jumping accessories, 
as well as packing horizontal and ver- 
tical fire power — the latter being used 
to hold off attacking alien craft which 
appear periodically and do their best 
to blow you up or, more 'gitishly', 
bomb chunks out of the road surface 
in front of your bug. 

The presentation is superb through- 
out, with three different sound tracks 
to choose from (one of which sounds 
suspiciously like Psygnosis' Nitro), and 
colourful graphics sporting three lay- 
ers Of parallax. 

As always, the simplest ideas are 
the best- And this is one of them. 



OVERALL 



(8% 






WORLD DARTS 
CHAMPION 

PD Soft 

Assassin 

Disk 156 

(with 

Quackers 

and Karate 

Champ) 

I've selected this game out of the 
three appearing on Assassin Disk 156 
mainly because it was the only one 
that was any fun, and also becaus 
the other two were so crap that 
hurt my head having to think of 
things to say about them. 

World Darts Champion is (when 
you strip it naked and be brutally 
frank) nothing more than a reactions 
test, with a bit of mental arithmetic 
thrown in for good measure. 



P D Z O 




You can initially set the options 
for either a one- ortwo-piayer game, 
as well as selecting either 301 or 501 
games played over one, three five or 
seven legs. You can also change the 
speed of the hand. (Hand? What 
hand? — Simon) Ah, let me explain... 

The actual match is shown with a 
hand moving in diagonal lines across 
a board. You see the flights of the 
dart in the hand (you know, the 
feathery bits) which act as a cross- 
hair for your shots. It's fairly simple 
really; when the cross-hair is over the 
number you want, press fire. A score 
display by the side of the board lets 
you know what your total while a 
digitised voice announces any really 
decent scores ("one hundred and 
eighty!" etc) 

The computer's turns are shown 
side-on 'camera viewed' with your 
strangely- drawn opponent doing his 
thing, and displaying ever-increasing 
intelligence as you work your way 
through the quarter and semi-finals. 

The thing is... that's it! It sounds 
very dull I know, but all I can say is 
that for some reason I keep coming 
back to play it again . I don't nor- 
mally go in for really ploppy games, 
but there you go! Anyway, here's the 
mark, so shut up. 



OVERALL 



69% 



ROB'S GAMES 

17 Bit Software, 

Disk 3039 

This is an excellent little compilation, 
with a handful of games that seem to 
be completely unrelated except that 
they are mostly pretty bloody good! 
First up is Dynamite War; a Oynafofaster 
game for up to five players. Unfortu- 
nately, there are only human players in 
this game, and the enemies are fairly 
limited due to the amount of screen 
space actually tree (with five players 
and a tot of bricks, there's not much 
room to start with). 

Initially, you have to spend time 
blasting yourself a way through to the 
other players, but during this time 
you'll also uncover a number of power- 
ups such as shields and speed, as well 
as increasing the number of bombs 
allowed on-screen at any one time, The 
bad news is that quite often you'll also 
uncover weird 'slime creatures' that 
ooze around the place in a deadly man- 
ner. Forgetting the opposition for just 
a minute, you're generally your own 
worst enemy as you walk into poorly- 
timed explosions or get caught up in 
chain reactions. Overall this is an excel- 
lently presented game, but not as much 
fun for one player as it would be with 
a few chums. 

If i time t&r Scorched Tanks, one of 
my personal all-time favourite PD 
games. This is based around the old 
'two tanks trying to shoot each other' 
scenario, only beefed up with an 
impressive armoury of nasty weapons 
and shield facilities. Vou can play with 
up to four tanks, with any variation of 
human, robotic or cyborg opponents. 
There's not really any way to explain 
this game as it's extremely simple — 
just requiring you to work out trajec- 
tories etc. — but once you get hold of 
some of the awesome weapons, 
you'll definitely have a good time 
(and I should know because I've 
just spent hours playing Searched 
Tanks with Harry and Andy! 
Guess who won eh?} 



Turbo Hotkey is the only duffer in 
the compilation. It's a sad two-player 
top-down affair — in fact, it isn't real- 
ly worth mentioning at all, so I'll stop 
right there.., 

Card* is a very well presented selec- 
tion of four popular card games, with 
simple graphics and simple controls. 
Though this doesn't sound particularly 
exciting, if you want a decent card 
game for your Amiga, you'll find some- 
thing interesting here. 

Thrust is a brilliant conversion of the 
popular oldie, with you rotating and 
thrusting your little ship around stark 
locations in an attempt to find and 



retrieve 'a little ball thing', It's all about 
momentum and the laws of gravity, 
and a lot more fun to play than I'm 
really making it sound here, It's one of 
those rare games that really gets you 
panicking, but of course, you'll have to 
play it to appreciate it. 

Overall, I'd recommend this package 
immediately if only for Scorched Tank* 
(which, if you haven't quits realised, j'i 
my ati-time favourite PD game of ait- 
time}, but with a few other interesting 
games in there, it's an absolute barg. 



OVERALL 



90% 





ANT WAR 

17 Bit Software, 

Disk 3082 (2 Disks) 

Ant War is a bit of a strange one, 
really. It doesn't resemble any game 
I've played before, combining bits of 
Lemmings with, er... well, other 
things that I can't quite put my fin- 
ger on. 

In its simplest terms, it's a two- 
player game, with each person con- 
trolling a small army of ants (or 
infantry — groan!) You can deploy 
your ants, one by one, onto an over- 
all landscape complete with Lem- 
mings-like land marks and generally 
weird obstacles. Each ant is able to 
perform a number of actions; walk- 
ing, shooting, building bridges, 
chopping through obstructions, etc. 
and you can decide to use as many 
or as few as you like. 

Ant War is played in turns, with a 
number of points being available to 
each player to spend on a single ant 
or spread out across an army. Most 
of your time is spent negotiating the 
weird landscape, and when the 
enemy is finally spotted, it's time to 
get your guns out and do some real 
damage. 

Of course, the other player is 
doing much the same, working his 
way towards you, but not necessari- 
ly along the same path — there are a 
number of levels of height on each 
level, You can expect to use a few 
ants as bridges, a few miners, and a 
couple of trekkers on each level, but 
it all generally ends up with you just 
facing the enemy and shooting each 
other. This part of the game is con- 
trolled by entering an angle to shoot 



at, and a strength (sounds like 
Scorched" Tanks again — only not 
quite as groovy!) 

At the end of the day, this is an 
interesting attempt to produce 
something a bit different to the 
norm, but doesn't really work — 1 . 
Because its a two-player only game, 




you've got to find someone who 
wants to play with you (chortle) and 
2, because it comes out as a bit too 
limiting, with only a couple of things 
to do throughout the game 

I commend the programmers on 
their pre"-game presentation (you'd 
never believe how many different 
logos the company have) but as 
interesting as these two disks may be 
to browse through, there's not real- 
ly too much of a game to get your 
teeth into. 



OVERALL 



59% 



PD PEOPLE 

PO Soft, 1 Bryant Ave, 

Southend-On-Sea, 

Essex SSI 2 YD 

Telephone: (0702) 466933 

17 Bit Software, 

1st Floor Offices, 

2/8 Market Street, 

Wakefield WF1 1DH 

Telephone; 

(0924) 366982 / 
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Try out oil the latest, greatest games 
at LIVE '94, the UK's most exciting consumer 
electronics event. 

Meet the big names. Nintendo, 
Commodore/Amiga. Panasonic 3DO. 
Philips CD-i. Sega. Enter the Gomes Zone. 
Put the hottest new games from all the top 
software writers to the test. 






See the Nintendo Challenger and 
Panasonic 3 DO Shawl iner. Quiz the gurus from 
your favourite magazines* in the Games 
Arena, Get the lowdown on some incredible 
tips, hints and cheats. 



Experience Capital Radio Live at 
LIVE. Capital Gold concerts. Dolby Home 
Cinema Promenade. TV Times Live Television 
Studio. Young Newspaper Feature. BPIA Future 
of Photography. Yamaha/TES National Youth 
Rock & Pop Awards. Focus on Multimedia. 

Get your hands on a ticket. Phone 
the LIVE hotline or return the coupon now. 

Remember - if you're under 16, you must 
have an adult with you at LIVE '94. 



Please return this coupon to: 

LIVE '94, News International Exhibitions Ltd. 

Europe House, World Trade Centre, 
St Katharine -by- the Tower, London El 9 AT 

*The tap joumos from Mean Mnehinfls, Sega Mago2ins, Nintendo 
Magazine System, Computer and V«d*o Gamss. PC Review, CU 
Amiao, The Gn* Amfaa and PC Game* will all be if ere. 




TO THE ONE TO 

ONE FREE! 




K/lftl, _.,,■„ vCtfw w.i'i'.'; 



Fed up? Bored? No social life? Then fear not, dear reader, for we have the answer to all your 
problems. It's called The One and it's available without a prescription from most good 
newsagents. As every discerning Amiga owner knows. The One is Britain's biggest and best 
Amiga games magazine, Every month The One gives you: 

# The hottest news and the best exclusive s - you'll know 
about it first because we know about it first! 

W In-depth and unbiased reviews of all the latest releases! 

# Regular hints, tips and cheats to help you get the most out 
of your games! 

W Comprehensive coverage of the PD and budget 
games scene! 

The best and most exclusive demos in the business! 

# The odd crap joke and a spelling mistake or two! 

Brilliant eh? But because every issue is always jam-packed full of meaty goodness we tend 
to sell out pretty quickly, so crumbly old slow-coaches may well miss out. We don't want 
that ■ and we're sure you don't either - which is why we've come up with a brilliant new 
subscription offer. 

Not convinced? Then here are just a few reasons why subscribing to The One is becom- 
ing the biggest craze to sweep the nation since chasing a massive wooden hoop dawn the 
road with a stick. 

V You get one of these fantastic Team 17 games for the 
grand sum of no pence sterling! 

€1 You guarantee your copy of The One every month! 

W Your copy delivered to your doorstep free of 
charge - before it's available in the shops! 

There really is only One magazine you need. Subscribe now and claim your Team 17 game. 



9 Overdrive 

Take the driver's seat in 4x4' s, Buggies, Supcrsports 
and G.P. din and rate araung twenty gruelling 
courses across five different terrains. 
Overall Score 83%. Worth £25.99, 

• SPECIAL EDITION DOUBLE PACK 

Alian Breed Special Edition 

"If you didn't pick up Alien Breed the first time 

around then buy this Special Edition now,™ 

David Upchurch, The One January 1993. 

Overall Score 88% 

Project K Special Edition 

"If you don't already own the fultpricer then don't 

buy another game until you've snapped up this 

Simon Byron, The One August 1993, 
Overall Score 92%, 
Worth £21 98. 



O Body Blow* Galactic 
"Just about the best beat-em up available." 
Simon Byron, The One January 1994. 
Overall Score 87%. 

Worth £23.99 A1 2 DO, 126.99 A5OWGO0. 

• Alien Breed 2 

"Alien Breed 2 truly is one of the best arcade 

blasters available,., terrific fun to play." 

Simon Byron, The One December 1993. 

Overall Scare 91%. 

Worth £29.99 At 200, £26.99 A500/600, 

O Superrrog 

"Qlumph!" 

David Upchurch, The One April 1993- 

Overall Score 93%, 

Worth £26 99. 



A Subscription to The One 
(12 issues including postage) 
costs only; 

U.K F BFPO £47.40 

Overseas - Surface mail £49.00 

Europe, Eire - Airmail £50. OO 

Overseas - Airmail Zone 1 £75,00 

Overseas - Airmail Zone 2 £83.00 

Your software choice is mailed separately 

YOU'VE NEVER HAD IT SO GOOD! J; iJ^J- ■—■"—*-» -«•*' 

FREE SOFTWARE IS ONLY AVAILABLE TO U.K RESIDENTS. 
OFFER CLOSING DATE 27TH APRIL 1994. 




To place your order simply complete the coupon betow and send to Tower Publishing, Tower House. Sovereign Park, Lath kill St, Market 
Harborough, Leicester LEI 6 9EF Or call our CREDIT CARD HOTLINE on (0858) 468888 quoting appropriate free game source code. 

■the" on e'amig a ~su~b~s "cript ion" or d cr'form 1 
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SUBSCRIPTION RATES (12 issues including postage) 
(Please tick) 



□ 
□ 



£47.40 UK/BFPO 



£75.00 OVERSEAS ZONE 1 AIRMAIL 
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£50 AIRMAIL EUROPE/EIRE 



£83.00 OVERSEAS ZONE 2 AIRMAIL 



□ 



£49.00 OVERSEAS SURFACE MAIL 



METHOD OF PAYMENT 
(Please tick) 



□ 



CREDIT CARD 



□ 



CHEQUE 



J 



P O INTERNATIONAL MONEY ORDER 



Make cheques payable to: EMAP IMAGES LTD, (Access. Vita. Amen. Diners Card, and American Express accepted.) 

IT 



Card no; 



Expiry Date 






Signature:........ ............ ..„ 

PLEASE SEND ME THE FREE SOFTWARE OF MY CHOICE {please tick one box) (Offer available to UK residents only): 



BODY BLOWS GALACTIC (A500/A600) Source Code El 1 



□ 

LJ OVERDRIVE (ALL AMI GAS) Source Code El 3 
I .J ALIEN BREED 2 (A1200) Source Code El 7 
LJ ALIEN BREED 2 (A5Q0/60Q) Source Code E12 



J BODY BLOWS GALACTIC (A 1200) Source Code El 6 

J SUPERf ROG {ALL AMIG AS) Source Code El 4 

U PROJECT X SPECIAL EDITION & ALIEN BREED SPECIAL EDITION, E1 5 



dfo 



NAME: 



ADDRESS: 



POSTCODE: , TELEPHONE. 



PLEASE SE N D TH tS COU PO N TO: 

TOWER PUBLISHING, TOWER HOUSE, SOVEREIGN PARK, LATHKILL ST, MARKET HARBOROUGH, LEICESTERSHIRE, LEI6 9EF. Tel. : (0858) 468688. 

Please allow 28 days from receipt of order for fulfilment. Your subscription will start from the next available issue unless otherwise specified. 

Free software subject to availability, In the unlikely event that your choice should become unavailable we reserve the right to offer an alternative game, 



a 



Tick here if you do not wish to receive any direct mail that EMAP Images Ltd feels may be of interest to you, OFFER ENDS 28TH JUNE 1994. 



RECOMMENDED 



We went to say good-bye to the sea when the sun was low enough to be doing some 
intricate golden things with the water. Harry said that if we were lucky we might find 
some semi-precious stones washed-up at the edge of the tide. So we searched among 
the shining pebbles, half-heartedly at first, for bits of amber, citrine and carnelian. Then, 
Simon stopped us all in our tracks with a shout. "Hey, I've found something fan-tastic." 
We crowded round excitedly. "It's Elf mania! Look, see how it shimmers with a fiery 
hue!" lust then Andy exclaimed. "Dolgellau! I don't believe it, it's James Pond 3, glow- 
ing even more temptingly than a pint of mild!" And almost at once Matt squawked. 
"Blimey! If I'm not mistaken, that imperishable hunk of burning crystal yonder is in fact. 
Bump F N' Burn!" We decided at once to take these precious games back to the office, 
polish them lovingly and set them forever in 24 carat Recommended, And here they are. 



Alfred Chicken 


Publisher: 


Mind scape 


Issue Reviewed' 


October 1993 


Memory: 


1Mb 


Price: 


£26.39 



Although not as good-looking as some of the recent 
flock of platform games, Alfred score* over many of Its 
rivals by simply being incredibly playable- There pre 
tens at secret room* and bonuses to nnd and, generally 
Speaking, you'd be hard pushed to And a better no- 
nonsense platform romp. 



Alien Breed 2 



Publisher: Team 17 

Issue Reviewed: December 1 993 

Memory; 1 Mb 

Price: £26.99 

Team 1 7 return to familiar territory with this, the sequel 

to the game that first established the company as one 

ol Britain's leading Amiga developers. It's more or the 

seme Gauntlet-esque bug-hunting, action basically, but 

bigger, busier and blastler. Some have complained It's 
ton easy, though... 

Beneath a Steel Sky 



91% 






Publisher: 


Virgin Interactive 


issue Reviewed: 


November 1 993 


Memory: 


1Mb 


Price: 


£29 99 



93°/c 



Revolution's latest has been produced in collaboration 
with comk ertisl Dave Gibbons, and If ever there was a 

mulch made in heaven, then this is it. The result is a 

stunning graphic adventure which might lack humour 

compared to Monkey Island — but mare than competes 
in every other depart mem. 

Body Blows Galactic 



Publisher: 




Team 17 




Issue Reviewed: 


December 1993 


Memory: 


1Mb 



87% 



88% 




Brutal Sports Football 



Publisher: 


Millennium 


Issue Reviewed: 


November 1993 


Memory: 


1Mb 


Wire: 


£25.33 




It's been a long lime since Speedball a set the pace in 

lanlasy sports games, and while Brutal Sports Football 

doesn't quite make the Bitmap game obsolete it's a 

worthy companion piece. It's extremely violent, With 

spurts of blood flying everywhere and even the 

occaisional decapitation. You have been warned... 

Bubba 'n' Stix 

Publisher: Core Design 

issue Reviewed: January 1994 

Memory: 1Mb 

Price: £25.99 

Another platform game from Core Design? Surely noil 

We Shouldn't moan, though, especially if they're as well 
designed as Bubba n' Stix. Yes, It's a bit short, but It's 

beautifully programmed, the graphics have a vividness 
not often seen on Ihe Amiga and there's a brilliant vein 
of humour running through It all. Fantastic stuff, when 
all's said and done. 




f\f\Q/ Bump 'N' Burn 

yu /o> 



Publisher: 


Grandslam 


Issue Reviewed: 


June 1994 


Memory; 


1Mb 


Price: 


£25.90 



91% 



Addictive 3-D racing as this Super MarioKarl-with- 
knubs-on screeches, on to the Amiga. Death Race 2QO0 
In a ChUChlesOmt cartoon style, with amazing weapons 
to blast your way through eight levels of super-charged 
chicanery, make Bump 'N' Burn a must tor those who 
always thought that all Scalectrix lacked was a bit of 
mindless violence. 

Cannon Fodder 
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Price: £26.99 

Yet another sequel from Teem 1 7 which does for street 
fightin' what. Alien Breed 2 does for bug huntln'. Body 
Blows Galactic Is "the business', boasting much 
smoother animation — the characters no longer 

move like Scott Tracy — fester action, animated 

backgrounds and enhanced sound effects. 




Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
December 1 993 
1Mb 

£29.99 



War, according to the Sensible boys, has never been so 
much inn, and we have to agree — Cannon Fodder Is 
one of trie most enjoyable games we've played in 

yonks. It may look like a fairly simple run-around and 

olast affair, but there's a surprising amount of strategy 
needed If you're to make it through to the end. 



Ch'ship Manager Italia 



Publisher: 


Intelek 


Issue Reviewed: 


March 1994 


Memory; 


1Mb 


Price: 


£17,00 



89% 



ECO 



90% 



E D 




Although the main difference between this and the 
other Championship Manager games is thai you gel to 
take control of clubs with funny names, Ihe reduced 
price and increased running speed earn this a 
respectable mark. Novices may have a bit of trouble 
getting to grips with II bul for the rest or us It's fab. 






■■^^^^■B^^___^_ 



Heimdall 2 




Publisher: 


Core Design 


Issue Reviewed: 


April 1994 


Memory: 


1Mb 


Price: 


£34.99 



Heimdall 2 Is without a doubt, Ihe best ol Its kind. Its 
got just the right balance between action* adventure 
and puzzle solving with a smattering ol humour In all 
the right places. Blood, runes, ore* and great dollops of 
magic will keep you on LokJ's trail, in the company of a 
fetching Valkyrie »Buelly-named Ursna. 



Elfmania 




Publisher: 


Renegade 


Issue Reviewed: 


June 1994 


Memory: 


1Mb 


Price! 


£25.99 



91% 



Mortal Kombat comes to the o If' kingdom arid gets its 
teeth khched-in by a gorgeous girty with pointy ears. 
EHmania makes all other beat 'em-up* on the Amiga 
look pretty crappy — and the introduction of strategy is 
truly Inspired. We war* completely gobsmacked. It's the 
best ever. Honestly. 
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0/ Hired Guns 



1 


«l 


rf'^JVIMHsL 


rj" "KjN 



Publisher: 


Psygnesls 


Issue Reviewed: 


September 1 S93 


Memory: 


1Mb 


Price: 


£29 99 



You may not think you like RPGs but if so then you 
probably haven't played Hired Guns — It truly Is an RPG 
tor everyone. Using a Dungeon Master-style control 
system you must guide tour futuristic mercenaries 
around complexes blasting all and sundry and solving 
puzzles. Violent and fun 



F1 



Publisher 


Domark 


Issue Reviewed: 


February 1994 


Memory: 


1Mb 


Price: 


£25.99 



90% 







89% 



Jurassic Park 



Publisher: 



Ocean 



From the French geezers who brought you Vroom 
comes this, the official F1 licence. To be honest it's. 

basically Vroom all over again but slightly faster, (as if 
it needed lo be!) and With a superb two-player mode. 
Although not realistic enough to satisfy a true F 1 buff, 

it otters incredible thrills and spills to Ihe arcade lover. 



Frontier: Elite 2 







r 



















i— 




















Issue Reviewed: 


October 1993 


Memory: 


1Mb 


Price: 


£29.99 



An Ocean film conversion with not a platform In sight? 

Shurely Shame mishtake? Nope — taking a pinch Of 

The Chaos Engine and mixing It with a couple of 
Spoonfuls of Legends Of Valour, JP turns out to be a 
game worthy of the licence, with arcade action a-plenty. 
Deserves to be a smash. 



Publisher: 


Ga meTek 


Issue Reviewed; 


November 1993 


Memory: 


1Mb 


Price; 


E34.99 



96% 



We've waited a long, long lime for this, but it's been 
worth every minute Df it. Frontier Is,, quite Simply, the 
game you bought your Amiga lor. Admitted, It's not the 
most 'beginner friendly' gams ever, and it takes a while 
to get its hooks Into you, but when It does il won't let 
go for years. A must buy. 

Fury of the Fumes 




Ckf\0/ James Pond 3 

%f \f /" Publisher: 



Millennium 




issue Reviewed: 


June 1994 


Memory: 


2Mb 


Price: 


£29.99 



The third Pond piatformer is huge. And bloody fast. In 
Operation StarfiSh Pond weighs In with a leaner, 
meaner, Sean Connery of a performance 10 surpass his 
cute Roger Moore In Robocod. OK, so there's bit less 
colour but bags more character and Ihe gamepiay is 
infinitely more taxing. The ultimate Pond adventure! 



90% 



90% 



K240 



Publisher: 


Mindscape 


Issue Reviewed: 


January 1994 


Memory: 


1Mb 


Price; 


£29.99 



A puzzle/platform game very similar to The tost Vikings. 
Fury of the Fumes offers 100 levels of mind-bending, 
reflex-testing action as you use your three cute Times in 
various, permutations to reach each stage's cult. Believe 
us, it's as addictive as hell. 



1 — m w i 


T 






Publisher: 


Gremlin 


issue Reviewed; 


May 1994 


Memory; 


1Mb 


Price: 


£29.99 



The best Strategy game since Dune 2, K24Q is a hit like 

Populous with asteroids. From your base-asteroid it's 

up to you to discover more, colonise 'em, exploit 'em, 

and defend everything you've got against aliens In a 
race for galactic domination. Build fleets, blast aliens, 
mine stuff. The gamepiay Is brilliant and we love it, 



Genesia 



Publisher: 


Mindscape 


Issue Reviewed: 


January 1994 


Memory; 


1Mb 


Price: 


£2999 



88% 



This la a huge 'society building' game very similar to 
The Settlers- Starling off with a tiny tribe of people, you 
must use their various skills to build a thriving 
civilisation, it's not as easy lo get into as Tne Seniors, 
but offers greater rewards for those who persevere. 




Q4^t Liberation: Captive 2 



Publisher: 


Mindscape 


issue Reviewed: 


December 1 993 


Memory: 


2Mb (CD32/A1 20O only) 


Price: 


£34.99 



Yes! Here It Is — ihe first CD32 game to enter 
Recommended. And deservedly so — Liberation Is a 
brilliant, atmospheric RPG with one of the sexiest 

introi you're ever likely to see, Really shows off 
Commodore's capabilities to the hill, 
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ECO 



D E D 



The Lost Vikings 



Publisher: 


Interplay 


Issue Reviewed; 


June 1 993 


Memory: 


1Mb 


Price: 


£25.99 



90% 



I. V ll. '*■ «J wjjjjfc 



90% 



Premier Manager 2 



The L05I Vikings is an arcade adventure. You have three 

characters under your control, each of which has 

different abilities, and you have to US* Ihem In the right 
order to solve the puzzles- And we reckon it's one of lhe| 
best of last year's releases. 











b 3 



Publisher: 


Gremlin 


Issue Reviewed: 


September 1993 


Memory; 


1Mb 


Price: 


£25.99 



It's net every day you hear us raring about a football 
management sim. so when we do you can bet it will be 
pretty special — as Premier Manager 4 is! It's full of 

features and options, yet still marvellously easy to get 
into and play. If you fancy taking your team to the top of 
the league then here's where to come 



Mega Motion 



Publisher: 


Black Legend 


Issue Reviewed: 


April 1994 


Memory : 


01 2K 


Price: 


£l9.1»o. 



86% 



90% VK *"* 



One of the most rewarding and brain -teasing games 
we've played for ages. The concept is simple and the 
animation fab, II reminds, us a bit of Boulderdash but 
it's not derivative- Only available as part of a two-pack, 
the oilier game being Statu which we rate at 84% and 
just misses Its own entry. Stonkingly good value- 




Publisher: 


Psygnosis 


Issue Reviewed: 


March 1994 


Memory: 


1Mb 


Price: 


£34,99 



On the surface, Puggsy looks like a slow plartormet 

with not much going on, but rl you Spend a few minutes 
learning the game mechanics and experimenting with 
the Total Object Interaction, then you'll discover a 

beautifully animated arcade adventure with fantastic 
graphics and Sound, 



Microcosm 




Publisher: 


Psygnosis 


Issue Reviewed: 


January 1994 


Memory; 


2Mb (CD32 only) 


Price: 


fcTBA 



Okay, so basically It's little mote than a basic 3D shoot- 

'ern-l»p in the Space Harrier mould, but as far as 3D 

shoet-'em-upe go it's. |ust about the best-looking one 
you could possibly imagine. And it plays pretty well too, 
although the Joyoad doesn't half make your thumb sore. 
All it really lacks is variety, Ah well 




88% Qwak 






Publisher: 


Team 17 


Issue Reviewed: 


November 1993 


Memory: 


1Mb 


Price: 


£12,99 



Qwak may be 'just' a budget title but it's completely 
brilliant which is why It's found a home here amongsl 
the Recommended s. It's a one- or two-player Bubble 
Bobble-style game, with the aim being simply to amass 

points on your platform-filled odyssey through the 
kingdom of cuteness. Simply marvellous- 



Micro Machines 



Publisher: 


Codemasters 


Issue Reviewed: 


October 1993 


Memory: 


1Mb 


Price: 


£25,99 



89% 



No-one guessed thai the Codies would beat Team 1 7 In 

Che top-down racer Grand Prix but by golly they have! 

Although Micro Machines Isn't quite as groovy In one- 
player mode as Overdrive, it compensates [or this by 
having the best two-player action you're every likely to 

see. It's gol to be played to be believed, 




OTO/ Second Samurai 

0/ /c 



Publisher: 


Psy gnosis 


Issue Reviewed: 


December 1993 


Memory; 


1Mb 


Price: 


£29.99 



Although perhaps looking a little too similar to the 
original First Samurai, this sequel Is a far better game. 
The hero docsn'l move quite a fluidly as he used Id but 
he's Still pretty nifty with his sword, and the tighter bevel 
design and less oblique puzzles make lor a much more 
entertaining experience all round- 



Mortal Kombat 



Publisher: 


Virgin Interactive 


issue Reviewed; 


January 1 993 


Memory: 


1Mb 


Price: 


£34.99 



89% 



90% 



The Settlers 



Publisher: 



Blue Byte 



Top marks to Virgin and Probe Software for coming up 

whh arguably the most accurate coin-op conversion 

seen In a long time. Everything from the arcade original 

Is here - the graphics, the sound and, mosl importantly, 
the gameplay (ihe gore' surely? — Ed). Up until 
tltmama, this was Hie best beat-'em-up on the Amiga- 



MORTAL 
KOMBAT PIC 




Issue Reviewed: 


December 1993 


Memory: 


1Mb 


Price: 


£34.99 



Imagine Little Computer People cross-bred with 

Populous and you'll have a good Idea as to what The 
Settlers looks and plays like. It's your typical God gams 
{build an empire, keep your folks happy and quash any 
rivals} spruced up with some super-cute animations on 
your subjects- Very user-friendly 



Overkill 



Publisher: 


Mind scape 


issue Reviewed: 


October 1993 


Memory: 


2Mb (Al 2QO only) 


Price: 


£25.99 



89% 



88% 



An Al aoo-only game which actually makes use ol all ihe 

32 bits, Overkill Is the most intense blaster you're ever 

b likely to come across, lis basically Defender wtlh a 

few gameplay tweaks, so for shool'um-up purists 

It's the equivalent of heaven . May be a bit short for 
some, though. 




Skidmarks 




Publisher: 


Acid Software 


Issue Reviewed: 


January 1 994 


Memory: 


51 2K 


Price: 


£25,99 



If you have lond memories ol Super Off-Road then 

prepare to have them rekindled wHh this, a superb race- 

viewed Irom a similar 'isometric' perspective. Although 
a bit of a duff lt when played alone — the computer can 
are crap to say the least — its brilliant in two-player 

mode. 



RECOMMENDE 



Simon the Sorcerer 



Publisher: 


Ad venture Soft 


Issue Reviewed: 


February 1994 


Memory: 


1Mb 


Price: 


£34.99 



89% 



88% 



Syndicate 



Brits AdventureSoft take on the American might of 
tucasArts and Sierra with) (hi* humourous graphic 
adventure. Obviously intended to be a Monkey Island 2 
beater, it comes close 1q succeeding. However the 
interface doesn't quite surpass Lucas Arts' and the 
puzzles are tough — qui don't let that put you off. 




Publisher: 


Electronic Arts 


Issue Reviewed: 


July 1 993 


Memory: 


1Mb 


Price: 


£26.99 



Soccer Kid 




Publisher: 


KrisaNs 


Issue Reviewed: 


September 1 993 


Memory: 


1Mb 


Price: 


£28.99 



93% 



Well, well, well, JiiSl four months after we screamed 
lhal Superfrog was the best Amiga platform game ever, 
along comes Soccer Kid and we have to change our 
tune. It's nothing short of brillian: — gorgeous to look 
at, sweet on the Mrs, and boasting some of the slickest 

gameplay we've seen in a long time. Buy it! 





Crass Bladerunner with a Sam Pechinpah movie Mid 
What do you gel? Syndicate. From Bullfrog, this isn't 
perhaps quite in the same league as Populous 2 or 
Powermonger but it's damn fine all the Sams, especially 
II you like your computer game violent gory and 
realistic. Deed smart. 



0/ Uridium 2 

/o 

* w Publisher: 

isue Reviewed: 
j Memory: 
Prica: 



Renegade 
November 1993 
1Mb 

£26.93 



The C64 classic comes to the Amiga in style, souped- up 
beyond belief with 33 -colour graphics, 50-frames-per- 
second action, multi-way scrolling, power-ups and all 
the other good things you've come lo expect from a 
90' s shoot-'em-up It's very tough, burl for die-hard 
blasting fans it's a dream com* hue. 



Space Hulk 




Publisher: 


Electronic Art* 


Issue Reviewed: 


October 1993 


Memory: 


1Mb 


Price: 


£31.99 



91% 



At last — a conversion of a boardgame that doesn't 
simply recreate the board in D Paint! Instead, Space 
Hulk Lakes all the best bits from the original game and 
bungs In a whole load ol extra computer effects to 
Create one Of the most atmospheric strategic-Blasters 
we've seen in ages. Completely ace. 




86% 




Wiz f n' Liz 




Publisher: 


Psvgoosis 


issue Reviewed: 


November 1993 


Memory: 


1Mb 


Price: 


£26.88 



Originally a Mega Drive game, this culesy race-'n'- 
coilect-'sm-up is perhaps a little too simplistic to be 
worth buying if you're going to be playing rt alone — 
you're likely lo get bored of it long before the end ever 
comes into sight — but it's great value if you've got a 
friend who can join in me fun. 



Stardust 




Publisher: 


Bloodhouse 


Issue Reviewed: 


December 1 99 3 


Memory: 


1Mb 


Price: 


£16.99 



91% 



An unbelievable bargain at the price, Stardust is the 

Ultimate Asteroids clone, The graphics have to be seen 

to be believed and it plays as well — maybe even better 

— than Jt looks. Along with the stunning 3D sub-game 
breaking up the rock bustin between levels, Ihlt Is 1 
feast you just have to treat yourself to. 




90% 



Zool 2 



Publisher: 



Gremlin 




Issue Reviewed: 


January 1884 


Memory: 


1Mb 


Price: 


£26.88 



Yet another sequel wangles its way m|o these 

Recommended pages. Despite being more of the same, 
this is tar superior to the original — Zqol now has much 
more character, is much better animated and is a lot 
more enjoyable and less frustrating tq control. You can 
even play as Zooz, Zooi's girlfriend I 



COMPETITION 

Yes! Its the quiz of the month! If you fancy your chances of winning one of ten fab-tastic 
software prizes then you've come to the right place. Just answer the following questions... 

(1) Who is the current Prime Minister? 

(2) When was the Battle of Hastings? 

(3) What year did the Second World War end? 

Answers on a postcard or back of a sealed envelope by July 28th to the following address: 
All-new Recommended Compo 4, THE ONE, 30-32 Farringdon Lane, London EC1R 3AU. The 
first ten entries drawn from the hat after the closing date win! 
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as the 
Harry looked a total git in an old string vest, 
Simon tried to comb aside his gently thinning hair, 
Matt threw rocks at Andy, he really didnt care, 
Nuttall looked all scabby, toasted by the sun, 
Harry beat him senseless, it seemed a lot of fun. 



west, 



The day had been fan-tastic, filled with fun and beer, 
A shame that only one issue could be completed here. 
Andy's stuff was boring, Matt's copy was late, 
Harry was a dull old sod, but Simon was just great, 
And now the larks were ending, thejjght_wasjadinj^fast a 



rt i.i . y.S: 







* * * i fc 1 > * 



prrrf: frrrr? frr \:tc pFr< 



:e — 



And Pm 
So thoug 
But do 



rand new Isttar 3, and smack him in the 
usand is ready to load up, 

le Brutal Sports Wild Cup* 
our beach, the next month will be fun, 
r know, unless you buy The One* 





August issue out 

28th July. It'll be a 

lot better than 

Matt's 'poetry'. 
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"Trouser-wettingly 

fantastic... This is the 

closest an Amiga 

owner is going to 
get to owning a 
high-spec arcade 
achine" -TneGne 




R ALL AMIGAS (1 meg of memory required) £25.99 

" !, Cl Metropolitan Wharf, Wapping Wall, London El 9SS 
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lnclUQ6: 100 Worldwide teams* 1&2 Player action* Slick, fast, intelligent passing • New nack pass rii 

On-screen referee, red 8 yellow cards, suspensions, enhanced goalkeepers, 
I insert teams who did not qualify, and test "what if?" situations * All relevant competition group data. 



*&.: 



^^TTV^'P'^F" 
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Fully accurate team and player information, including first and second strip. 

g owners of SENSIBLE SOCCER can upgrade to the International Edition by sendin, 
i or postal order for £8. OB payable to "Sensible Soccer Offer 9 and their name and address details to the folio 
"isible Soccer Offer, Unit B3 Edison Road, St. Ives, Huntingdon, Cambs. PE1 7 4' ' 



mm 



sclfmCDI, 






Any upgrade queries please call 0480 496 
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